The Icy Fire of Cults and Titans: 


Tharizdun Unleashed! 
My Semi Home-Brew DnD Campaign(s) 


- April 2022 - 





Fight Cults, Monsters, Giants and the Chaos God! 
Discover all of The Forgotten Realms! 
Save The World or Rule It! 


By Emilia Sameyn 


The Icy Fire of Cults and Titans: 


Tharizdun Unleashed! 
My Semi Home-Brew DnD Campaign(s) 


A huge thank you to: 

My mom, mooka, Thor and my little dog Jules. R.I-P. Lola, you were a great dog. 

Lennert and Peter for playing this campaign with me. Eva Spruytte, writer and pianist. The people of Pammelle. The people from the 
Stuyverij, Qace and Gender Axcept. People from the Ink.University. Everyone from the underwater basket weaving servers and the 
free people that travel. A thank you to everyone that goes to the rainbow tables and those whom want to start a rainbow house. Thank 
you to Jane, Noor, Zarah, Slash, Noor, G. Meas, J. De windt, Clyon. Guust and Tom, may your futures be bright. Thank you to my 
grandparents. Thank you to all my friends and family, for all the support and inspiration. 
























































- 18 April 2022 - 

1, Intro Page 1 
2. Disclaimer Page 1 
3. Some New Mechanics Page 1 
4. Dragon of Icespire Peak Page 2 
5. The Waking of The Great Buggon Page 4 
6. Princes of the Apocalypse Page 8 
Four Cults that Characters could Join Page 12 
What The Earth Queen Looks Like Page 12 
MAP CODEX Page 13 
Earth Queen Statblock Page 16 
Ground Plans of Places Page 17 
Skull Maze Page 31 
Images of the Elder Eye Page 35 
Endings, Summoning Tharizdun? Page 37 
7. Storm Kings Thunder Page 38 
STORM KINGS THUNDER Map and Codex Page 41 
Factions Page 50 
Unicorn Run Page 50 
Stone Giants Page 51 
Stone Giant King's Lore of The Forgotten Realms Page 53 
Ice Giants Page 54 
Fire Giants Page 57 
Crossing Fire King's Lava Page 59 
Road to Wolkschyp Page 63 
Cloudopa Page 64 
Styrmgard, and The Royal Storm Giant Palace Page 68 





Seresa's Return Page 74 





Finding Heccetan 


Page 76 














Across the Sea Page 77 
Going to Styx Page 79 
Mazes Page 80 
Tharizdun's Lair Page 88 





The Battle of Battles 


Page 94 





The Icy Fire of Cults and Titans: 


Tharizdun Unleashed! 
My Semi Home-Brew DnD Campaign(s) 


Warning: This work contains monsters, blood, gore and hellish landscapes. It has mentions of depression, mental illness and 
hallucinations. It also contains a reference to suicide, when Heccetan runs through the ocean. There is a mention of sex-work as well. 
This work is not suited for people under the age of 13. 

Also, I have written this, so the players can make their own choices, they can become altruists heroes or selfish dictators. However, 
this is fiction, do not harm or kill other humans, and do not use this text as an excuse to cause murder or pain. 

Thank you. 


1. Intro 

Do you want an epic campaign full of adventure and monsters? An adventure that begins with slaying some slime and ends with a 
heroic battle against the God of chaos himself? A world filled with riddles, mazes and puzzles. A world where you can be pacifist 
and befriend everyone, or become a dictator and eventually rule the forgotten realms with an iron fist? Look no further! Because I 
present you not one, but three DnD campaigns! 


2. Disclaimer 

First of all what is Dungeons and Dragons? Well, it is a tabletop game, although some people play it online. It is a game that is set in 
a fantasy world with knights and dragons. It is also a role playing game, as players take on the roll of a character to play the game. It 
often involves a fictional story. 


Also, no copyright infringement intended, please support Dungeons & Dragons by buying official Dungeons & Dragons Merch. 
These are my first DnD Campaigns, so they might be flawed. Still I feel that, whatever I make and create should be shared with the 
world and not kept to myself. So, people can use it and rework it however they see fit. I basically took three DnD Campaings, threw a 
lot of it outside the window, kept the broad lines and started making up my own stuff, I could barely contain myself and it was fun. I 
hope you will have as much fun as I did! 


To play this campaign you will need the following: 


- Dice, pencil, eraser, character sheets, paper, a lot of paper 

You will need these either physical or digital: 

- Dragon of Icespire Peak, it is best to read this campaign. 

- Dungeons and Dragons Monster Manual 

Most monsters in these campaigns will have page numbers, referring to the monster manual. 


The following books are optional as I took the broad strokes of the plot, and created my own story/ campaign. But here they are: 
-Princes of the Apocalypse 
-Storm King's Thunder 


After the first campaign, you may need a computer/ internet connected device to show the interactive map of Neverwinter among 
other things. 


3. Some New Mechanics 

So first of all I introduced the 'Friendship' Mechanic. I'm a bit of a pacifist and a huge fan Undertale and Spore. In these game 
enemies can be defeated, killed, or they can be befriended. Even in the violent game Postal, violence is optional in some parts of the 
game. This way of playing the game is known as the ‘Jesus run’. 

So, in my version of DnD every enemy has 'Friendship points' as well as 'Hit points'. When hit points turn zero, the enemy dies. 
When the Friendship points hit zero the enemy is befriended. Human's or intelligent beings might suddenly realize the folly of their 
evil actions and surrender to accept jail-time, run away to contemplate, or become a friend, or at least try to. Unintelligent beings 
might run away or become like pets. 


So each player can fight, but they can do ‘friendly actions' as well. Each character can have a friendship flute, or friendship clarinet to 
play, to decrease the enemy's friendship points. Perhaps characters can smile and wave, dance or say a ‘friendly sentence’ like: 'I do 
not wish to fight you'. The wizard can have friendship spells, and the bard can have friendship songs. 

During battle, it is best to either use ‘friendly actions' or attacks, but not both. Its faster to deplete only friendship points or hit points, 
but to deplete both takes longer. 


Besides that, some bosses/ enemies give a stereotypical join me speech. In most media, this is a cliché, but here players are free to 
actually join the enemies and perhaps become a dictator or destroy the world together with the Chaos God. 
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What if enemies are to powerful or to weak? 

When I made these campaigns I did not spend much time looking at the enemies challenge level.... oops. I looked at which monsters 
fitted the environment, which ones looked cool and tried to create a lot of variety. A general enemy being weak is not that bad, but a 
weak boss can be boring. 


So if an enemy is too weak here are some ideas to ‘make them stronger’ 
For general enemies: have 3 of them, or one for each team member. 
When an enemy attacks don't subtract the players armour class from the attack, making the attack stronger. 


For boss battles, when the HP of a boss is halved, it can do a special attack halving the HP of all the players, or even make the 
players lose 2/3's of their hit points. 


When an enemy is to strong. 

Instead of letting the enemy attack, let it growl sometimes, or do something menacingly. In other words, let it do "nothing" but dress 
it up. Flip a coin, if its tails, it misses, if its head it does the attack. Let the battle start with 1/2's or 1/3rd of the enemies HP. Don't 
subtract its armour class when it is being attacked. 


4. Dragon of Icespire Peak 


For the first campaign I followed the adventure-book 'Dragon of Icespire Peak’. It begins in Phandalin, our heroes do three starter 
quests, levelling up after each quest. Then after the starter Quests they level up after two quests. In my version the players are also 
free to go to each place on the map they want, except Neverwinter and Mt Hotenow. Going to the quest and 'doing what is needed' 
there also counts as a quest in my book. So for this campaign please read the book of Icespire Peak. 

It can be found here: 

http://online.anyflip.com/gojcz/dzuh/mobile/index.html 


And here: 
https://5e.tools/adventure.html#dip 


Although, I advise to buy the official Dnd Book to support the creators. 

I heard that the campaign is hard if you start at level 0, so it is best to start at level 3. 

A DMPC or NPC can be handy for the players, there are two kinds. If there aren't many players and no Bard or Magician, the DM 
can play as a Bard/ Magician that knows Phandalin very well and can assist the players with lore and insider info. 


However if there are already a bard and magician, the DM will play as a Barbarian or another 'strong/attack' character DMPC and an 
NPC. The NPC will be a small fairy, similar to the fairy in the Legend of Zelda Franchise, giving information to the players. If there 
are many players, the DM will play the fairy, without a DMPC. 


In the official campaign the dragon appears now and then to fight the players, showing its power, to then fly away to its nest. I heard 
its better to show the dragon, attacking a carriage or stealing a horse and let it fly to its lair, between a quest or two. This way, the 
players wont be killed in the beginning of the game. 

Then there is a level with a manticore, during the fight he realises it is not worth it and flies away, never to return. Well, that's some 
bad Chekov's gun shit right there. 


So when the characters climb the Icespire peak, he thinks the characters are no challenge now, that they are weakened by the snow 
and cold, all alone. So he uses this opportunity for revenge and battles the players again, until the manticore is befriended or dead. 

In this campaign there are anchorites, people who's parents are an orc and a human. In my version it is politically incorrect to call 
these people "half orc's". Just as there are bad and good humans, there are bad and good orcs, and bad and good anchorites. Orcs and 
anchorites just want to be left alone in their forest homes, and many humans are racist towards orcs. 

I feel in the book there are many anchorites, yet they seem so shallow, so 2 dimensional, and then in the end there are four humans 
the 'stone-cold reavers' having a whole backstory, but these humans came out of nowhere. 

So yeah, I combined them, so the last characters don't appear out of nowhere and the anchorites have some backstory. Here they are: 
Flenz Vokdorrie 

Female anchorite, does not use many words to speak. She comes from the North. Nature taught her that "cruelty is natural, not evil". 
She appears in the circle of thunder summoning the thunder-boar with the other 2 anchorites, and is encountered with the other two in 
the Icespire peak castle. 


Moesko Humanbiter P40 

He is a violent brute, but likes horses. He thought it was fun to break the lamp in the light house. (see tower of storms p40). He 
replaced the lamp with an enchanted boar-heart so now it emits a green light attracting many ships causing them to crash against the 
rocky shore. 

He watches in amusement, but when the heroes arrive, he runs out of there. The heroes can destroy the heart to break the curse. 
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Grannoc Wintermoon P44 

The female leader of the anchorites. She has a ponytail and lies compulsively. She likes taking risks and lives each day to the fullest, 
as each they could he her last. 

She is found at the Woodland manse. She too runs away when the heroes come to close. She planted enchanted seeds in the old 
Woodland manse, causing blights to grow. The curse can be broken when the evil tree is cut down. First the tree attacks a party 
member, use a d4. Then if the party wants to cut it down. Roll a D20 to cut down the tree, if its below 10, the tree attacks. Its attack 
are the points on the dice. If you fail two times, or roll a 10 or more, the tree is successfully cut down. The characters can befriend the 
tree as well, same mechanic of ‘cutting down' applies, except when defeated it turns it to a normal tree full of flowers. 


In the Dragon's Barrow, page 20. The Dragon Slayer Longsword can be found, however in my campaign there is the is the Dragon 
Charmer Great Trumpet. It works the same way as the Longsword, but it reduces friendship points instead of hit points. 
The players have to choose one of the two objects, after the choice the graveyard collapses. 


In dungeons and dragons dragons are able to speak, however in my versions dragons are savage animals. If tamed and befriended 
they can be great loyal pets. 


-Icespire Peak- 
Remember, the Manticore is encountered again before entering the castle. 


Encounter at Icespire Peak. 
The anchorites are encountered inside the castle, before meeting the dragon. They think the dragon hoarded gold, which they can 
steal, but that is not true. The players can fight or befriend the anchorites. 


Then you encounter the dragon. But there is a surprise however. Someone is sitting on the dragon! 

The dragon is bing controlled with a magic collar. 

The villain that is commanding the dragon, could be Barthen, or Linen Graywind, perhaps the woman from Umbrage Hill? Take one 
character that is disliked (or most liked?) by the players and let them become the villain. 

When said villain is defeated their son/ daughter/ employee can take over their shop / role in the village. The replacement can be 
shocked, unaware their family/co-worker was evil. 

Before the fighting the dragon; the villain gives a typical villain speech asking the players to join them. The players are able to join 
this villain, becoming dictators of Phandalin. The Ice Dragon 

will be their pet and weapon of mass destruction. They can fly away, sitting on the dragon. 


When you decline to become a group of dictators, the dragon will fight you. So you can fight or befriend the dragon. After the dragon 
is befriended, the human villain can go to prison, or be reformed. You can fly on the dragon to Phandalin. 


After the dragon is killed, they can cut off its tail or scales as evidence they defeated the dragon. 


Then a storm has begun, it is to dangerous to leave. However in the castle there is a sled, or some barrels that can be used as sleds. So 
the team can sled back to Phandalin. The team will zig-zag avoiding trees, and sled over a glacier. 


Roll a D20 

20 = three somersaults and snow elves clapping 

10 or more = One somersault and snow elves clapping 

10 to 5 = no somersault, but still a jump, one character got a bruise 

5-1 = Characters have several bruises and are covered in snow 

For 9-1 When the characters have enough HP they may lose some HP but it should not be fatal. 


The group arrives back in Phandalin. They arrive on the back of the dragon or show the scales/ tail. 
A party is held because the dragon is finally gone or befriended. Maybe the party burns down the village using the dragon. 


If the party wants to have the ice dragon in the party as some sort of friend, pet or lethal weapon 
then these are the stats: 


rr 
STR DEX CON INT wis CHA Armour Class 7 
18 (+4) 10(40) 18(+4) 6(-2) 11(40) 12(41) Hit Point Max: 17 


rrr SS 


Traits: 
-Cannot Level Up 


Semi Home-Brew DnD Campaign Emilia B. Sameyn March 2022 3 


-Takes fire damage x2 

-Cannot enter doors or buildings (small and normal ones) and cannot go into cities or villages 
As people would be afraid of the dragon. 

-When most people see the dragon they are afraid. 

Attacks 

Attacks: Claw D8 

Cold Breath: D4 All enemies 


5. The Waking of The Great Buggon 

I call this Campaign 1,5 as it is a small campaign between campaign 1 and 2. It is mostly 
home-brew except for the town of Neverwinter, so it has no official book. 

Through all campaigns players can return to Phandalin and visit all previous places. 





Here is the story: 
During the party or destruction, players feel the earth shuddering, a loud bang is heard, far in the distance. They look, and on the 
horizon, they see a mountain, spitting fire. 


A villager goes to the party to tell them what is going on, or is grabbed and force by the party to explain what is going on. 

A villager, probably Harbin Wester, tells the party that the mountain is called Mount Hotenow. 'The Buggon has returned!' says the 
villager, full of fear. To defeat this beast it is best they rest first, as they just finished a whole campaign. One of the villagers will give 
you signed papers, as prove you are trustworthy, the villagers can be forced to give and sign the papers as well. 


The villager tells them they need to go to Neverwinter, there lives the brother of Harbin Wester, called Harbin Winter lives (yes, I 
know, I'm being really original with the names.) In Neverwinter they can buy strong armour and then travel to Mt Hotenow to defeat 
the Buggon. They then travel trough the land towards Neverwinter, encountering some blights. When they arrive near Neverwinter, 
two guards protect the port. They want to be sure if you have good intentions. Show them the papers. One of the guards demands to 
wrestle with you, jokingly. He has the statblock of a Veteran. Dragon of Icespire Peak p.63 However when the hit points go to 0, he 
does not die. The battle was just a practice, and the guard is quite strong. The guard 'gives up' and he had fun and a good fight. So he 
lets you in. If the players are not that strong, they can level up. They travelled, fought blights and a guard after all. Players also 
cannot die during the battle, they will just faint, but they get up and be helped by the guards, they will be let inside the town. 


Neverwinter is the capital of The Forgotten Realms. A long time ago Mt Hotenow erupted, flinging a meteor towards Neverwinter. It 
crashed causing a huge scar inside the metropolis, that is now filled with water. The magma of Mt Hotenow runs underneath the city 
keeping it warm. 

The town was able to grow and expand because of that heat, it is easy to grow and sell crops. 

The snow simply melts because of the heat, forming a town 'Where it's never winter, hence the name Neverwinter.’ The city lays 
near the sea, creating a harbour for import and export. Sometimes mysterious ships arrive selling exotic items. This is how 
Neverwinter became the capital. 

Because of the Buggon, many cows, sheep and horses are stolen by the Buggon, or just directly eaten alive. Even worse, some 
humans have been eaten by the Buggon as well. The party can sleep at the Inn of Harbin Winter. 


VARIOUS MISSIONS: 
Neverwinter is a buzzing medieval metropolis with many adventures to be had: 


1. A thief steals a bag from an elderly woman and runs away, what will you do? 
(Thief has veteran stats Dragon of Icespire Peak p.63) 


2. A child is lost and cries for his mother, what will you do? 


3. A mime keeps following you, what are you going to do? 
Maybe the mime is actually a thief, or a misguided artist? 


4. Perhaps the players want to do work somewhere to earn some gold? 
For more missions: 

https://anyflip.com/brrnw/qsey 

Neverwinter has many places to visit, see the map below. 


When the players had some adventures they can level up, maybe one level after 3 adventures. Maybe after one adventure, visiting 
some places and leaving the city give them a level. 
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For Neverwinter: 
You can see the various Inns, buildings, shops and tourist attractions with this link: 


http://forgottenmaps.com/neverwinter/ 





- Travelling towards the Buggon- 

When the characters travel to Mt Hotenow. They may encounter some ankhegs, (Dragon of Icespire Peak p51) and some orc's 
(dragon of Icespire peak p62). Before seeing the Buggon the party may level up, if their level is to low. Then they can encounter the 
Buggon. 


- Facing the Buggon- 

The players encounter the Buggon. It is a giant insect-like dragon, the creature has a black exoskeleton, between the parts of the 
exoskeleton magma flows. It has dragonfly wings, antenna and bug-eyes. However at the mountain they encounter someone from 
Neverwinter or Phandalin, maybe it's Harbin Winter? 


This person is not evil, they often bring stolen cow's or horses to the Buggon. They do this so the Buggon would be saturated and 
won't eat people. The person is desperate and is happy the team can help him by defeating the Buggon. Now why is this person doing 
this? What happened? Before the eruption that started the campaign, this person was mining some platinum. He was digging in the 
ground and destroying some rocks with his pickaxe until he accidentally stumbled upon some sort of giant glowing sack filled with 
glowing, fluid and a giant creature; the Buggon! The being started moving inside the cocoon, causing the volcano to erupt. Then the 
Buggon emerged, terrorising Neverwinter! 


Here there is no typical 'join me’ speech. A battle ensues with the Buggon. It has the stats of a Young Bronze Dragon, See monster 


manual p.109 However the Buggon cannot breath under water and its lightning breath is a Magma breath. The repulsion breath is a 
heat blast. 
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igon make three 


“CON INT ws CHA 


21 (45) 10 (+0) 9 a. 1442) 131) 1743) 
Breath Weapous (Recharge 5-6) The dragon uses one of the 
poe an Dex +3, Con a Ls Cha +6 following breath weapons. 
dap sie apy oe ie 2 Lightning Breath. The dragon exhales lightning in a 60-foot 
Senses blindsight 30 ft., darkvision 120 ft., passive Perception 17 line that is 5 feet wide. Each creature in that line must make 
| Languages Common, Draconic a DC 15 Dexterity saving throw, taking 55 (10d10) lightning 
Challenge 8 (3,900 XP) damage on a failed save, or half as much damage on a 
successful one. 
Repulsion Breath. The dragon exhales repulsion energy in a 
Amphibious. The dragon can breathe air and water. 30-foot cone. Each creature in that area must succeed on a 
: DC 15 Strength saving throw. On a failed save, the creature is 
pushed 40 feet away from the dragon. 





Through battle or friendship moves, the Buggon can be killed or befriended. When it is killed, they can cut of the tail or take some 
scales as evidence they defeated the Buggon. Or when the Buggon is befriended, they can ride on the back of the Buggon to 
Neverwinter. As soon as the Buggon flies the volcano erupts, causing an epic explosion. The party levels up because they dealt with 
the dragon. Roll a D20 and with a +10 and it does some somersaults. 

After the Buggon lands, and the party is safely returned to Neverwinter, the Buggon flies away to another place far away, where it 
will harm no humans or intelligent beings anymore... 

Or the party can use the Buggon to rule as dictators and seize or destroy the town of Neverwinter. 


If the Buggon is killed, the volcano erupts. There is only one way to leave fast and safely. Ask your party ‘What is it"? They might 
have some cool ideas. However my answer is this: 

Roll a D20 

The party jumps on some long triangle shaped rocks that float on lava and then they surf on lava, racing down the mountain 
zigzagging between some rocks, they glide over a ramp-like rock. 

If the D20 is +10 they do a somersault, if its a 20 they do 3 somersaults. If its -10 they have some burns. 

If their HP was high, they may have lost some HP, but it won't be fatal. 
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The heroes return to Neverwinter. There they can destroy the town using the Buggon, or party. 


If the party wishes to have the Buggon in their team; then this is the information for it's character sheet: 


STR DEX CON INT wis CHA uae 8 
21 (45) 10(+0) 19(+4) 14(42) 13(41) 173) P 


_ nner 


Traits: 

- Cannot level up 

- Takes ice and water damage x2 

- Cannot enter doors or buildings (small and normal ones) and can't go into cities or villages 
as people would be afraid of the Buggon. 

- When most people see the Buggon they are afraid. 


Attacks 


Attacks: Claw D8 
Fire Breath: D4 All enemies 
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6. Princes of the Apocalypse 


This campaign is an official DnD campaign with a book, but I invented my own version. It is also based on Tony Sticks version. 
Which you can find here: 
https://www. youtube.com/watch?v=zBWMx4sg3R8 


If you wish to support the official brand of Dungeons and Dragons, please buy the official Princes of the Apocalypse book. They can 
be found here as well: 
https://5e.tools/adventure.html#pota 


http://anyflip.com/rkxd/vwtn 


If you start this as your first campaign, let the characters live/ arrive in Red Larch. You should start the campaign at level 6 or 10. 
Suddenly, the sky turns orange, black clouds cover the sky. Everyone, yes everyone, has a headache for ten seconds, they all hold 
their heads. When the headache is over Harbin Easter explains, someone touched the Elder Elemental Eye! He explains how the 
forgotten realms were created, and what the five artefacts are and who the five cults are, see below. 

The day comes to an end and the characters will sleep as tomorrow they will have to travel, to find the five artefacts. Harbin Easter 
gives the team Special Sending Stones. Stones through which the team can communicate. 


However, the next morning the Earth Queen arrives with her army. The soldiers beat up most civilians and steal a ton of stuff. It 
happens so fast, the team can't do much, they are no match for an entire army! If they wish to do something, they get thrown of a 
cliff, and get saved by the fire cult, see below. 

Harbin Easter is a traveller and often had to disguise himself during his travels, so lucky for the team he has some Earth soldier 
outfits for the team, here the story goes on as described later in this book.... 


So, this is the story: Our protagonists are partying or plundering Neverwinter, however the sky turns orange, black clouds cover the 
sky. Everyone, yes everyone has a headache for ten seconds, they all hold their heads. Harbin Winter arrives to the party, as they 
have proven to be powerful and might be able to help, or he is forced by the party to explain what is going on. Harbin Winter says 
that someone found the Elder Elemental Eye. The Eye was hidden inside a temple that was buried thousands of years ago. It should 
have remained untouched, but someone found it! Now the magic and life force of the entire forgotten realms is fading away, until all 
is dead. Unless someone finds all the Elemental Artefacts, including the eye, and brings them together. However, every Artefact has 
a Shard of Madness inside it, so bringing the artefacts together might accidentally summon Tharizdun, the God of Chaos. Harbin 
Winter says he will guide you, towards the East, into the big Dessarin Valley to Red Larch where his brother Harbin Easter lives. 
However they will have to disguise themselves as soldiers of the Brothers of the Black Earth. Red Larch has been taken over by the 
Earth Queen, whom leads the Brothers of the Black Earth, often called by locals; "The Earth Cult’. First, however it is important the 
characters rest, as they will have a big travel ahead of them. 


The next day, the party members put on the soldiers clothing, lucky for them the soldiers wear broad outfits and big sombrero-like 
hats so they can easily fit in with their own armour and clothing. They embark on their journey. Harbin Winter explains there are five 
cults and how the artefacts came to be. 


Thousands upon thousands of aeons ago, only the gods and the elemental void existed. Just elements drifting inside the endless 
darkness. However this void came alive, it was a giant being, named Ymir. However the Chaos God Tharizdun liked the chaos a lot 
more, filled with hatred, he threw The Shard of Madness which pierced trough Ymir's heart. With tears rolling down his body Ymir 
died a gruesome death. His spine became the mountains, his blood became magma, and his tears the endless oceans. His hairs 
became the grass and trees. Demigods gazed upon this new world and decided to call it "The Forgotten Realms’. Out of the waters, 
earth, air and fire they crafted four elemental weapons. However as the world had the Shard of Madness inside it, so to had the 
weapons. Using these tools of destruction they fought Tharizdun, and locked him up inside the void of Quylox (pronounced 
Queelocks/Kweelocks), where no god shines their light, chained to a thousand chains of madness. The Demigods knew the weapons 
were to powerful, so they created humans and dwarves to seal and protect the weapons. However, humans and dwarves to had a little 
bit of the shard inside them, that is why everyone is a little mad. The demigods filtered most of the Shard of Madness out of the 
world into one object called the Elemental Elder Eye and tasked five groups to protect these artefacts, keeping them apart. 

Time went by, humans spread across the entire realm and the gods made other creatures and races to inhabit this world. Cultures 
grew, kingdoms stood and fell. The five groups used to have the same goal, but time eroded their mission, and now they wage war 
against each other, thinking they have the right to the five artefacts and should rule the world as "They were the chosen race by the 
demigods". 


(side note; in the official campaign they are called ‘cult of this’, ‘cult of that’, but most cults don't call themselves cult's or else no one 
would join them.) 
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A. WATER 





Wise Men of the Crushing Wave 
Immune to Water attacks 
Weakness to Fire 2x 


They have wavy blue long hairs and scales as skin. 


B. AIR 





Church of The Howling Hatred 
Immune to Air attacks 
Weakness to Earth x2 


They are bald or have long hair that goes straight down 
They have blue tattoos that look like arrows 


They wear steel harnesses sometimes 
They ride on giant eagles 
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C. EARTH 





Brothers of the Black Earth 
Immune to Earth attacks 
Weak to Air attacks 


They wear sombrero like hats. 

They may ride on Giant Bugs 

They praise their Queen who rules with an iron fist. The Queen demands her army to stay strong and full of stamina, she is willing to 
kill weak soldiers with her own earth powers. 


D. FIRE 





Friends of The Eternal Flame 
Immune to Fire 
Weak to Water 


They have machines powered by furnaces, like steampunk, but without water, only fire, coal and lots of black smoke. 


They are dwarves wearing red long phoenix feathers. They often wear a mask, made out wood resembling a snout with a black nose 
and big eyes. It is a little creepy indeed. They have big white gloves as well. They would greet each other by saying 'Do you know 
the way?’. The 'Fire cult' has a whole philosophy about the way. Asking this question they remind each other to reflect about their 
inner path and their plans for the future, is their way good and pure? Is their way altruistic or evil and self-serving? They are willing 
to help others, as long as you stay away from their Tinder Strike Dagger, or if you are not from another group. 
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E. SHADOW 


The Umbra Church 

First there was a group of wise humans whom were supposed to protect the Elder Elemental Eye. They were called 

The Elemental Elders (old) 

They build a temple to hide it in, however as time went by, the group became mad and simply killed each-other. 

Hundred years ago, a group of vampires arose, they called themselves The Umbra Church. They recently rediscovered The Elemental 
Eye, triggering the headaches across the world, and starting The Great Magic Decay of the Forgotten Realms. 


--THE WEAPONS AND LOCATIONS-- 


Here are the weapons and the locations from the cults. If one weapon is touched, the players see an image in their minds or feel 
something, so yeah I tried to make DnD a bit poetic, I guess.... 


WATER 

Weapon: The Drowned Trident (+4 against Fire) 

Message when the weapon is touched: 'In your mind you see; dolphins swimming in the sea." 
Location: Vale of Dancing Waters 


AIR 

Weapon: The Windvain Spear (+4 against Earth) 

Message: "You get a vision; birds fly over a mountain, they fly towards the horizon, and have a long journey ahead of them.' 
Location: People think its Feathergale Spire 

It is a tower, the cultist's ride on big vultures. The team will ride on hippogryphs and have to defeat the cultist on vultures. People 
think the spear is hidden at the top of the tower, but on top of the tower is a map to the Temple of the Howling Hate. 

No Spear. The spear is at the Temple of the Howling Hate, hidden behind Scarlet Moon Hall. 


EARTH 

Weapon: The Iron Fang Pickaxe (+4 against Wind) 

Message: 'In your mind's eye, you see, flowers blooming out of the grass. 
Location: Sacred Stone Monastery 

Their lair goes underground 


FIRE 

Weapon: The Thinderstrike Dagger (+4 against Water) 

Message: 'An image fades into your head; children gather around a campfire, roasting marshmallows.’ 

Location: Iron Ford 

The players think the Dagger is at Scarlet Moon Hall, but there they find a map to Iron Ford AND the Temple of the Howling Hate. 
The fire cult took over the Temple of Howling Hate, so the wind cultists fled to Feathergale Spire. 


-The Adventure Continues! - 

The party and Harbin Winter ride towards Red Larch. If the party's level is low, they may encounter some orc's (monster manual 
p247) and level up after defeating them. They arrive at the village, Earth Soldiers, members of Brothers of the Black Earth, check if 
they are allowed to enter. They see their "fellow soldiers" and let them in. They meet Harbin Easter, and Harbin Winter goes back to 
Neverwinter. Harbin Easter gives each team member a SPECIAL SENDING STONE. 

This allows them to communicate with each-other wherever they are. 

It is evening, now. It's time to sleep, the next morning they can visit the town, go shopping etc., unless they wish to go out at night. 
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For the red larch map please visit this link: 
https://5e.tools/adventure.html#pota,1 





The map of the Dessarin Valley is there as well, but we made our own codex for that map, see later. 


In the village there are four recruiters, and they all have dumb voices. In Red Larch, the recruiters hide themselves a bit, except for 
the Earth cult recruiter. These are their names: 


- Rough Rocky (Earth Cult) 


His body is as round as can be 
Joining them gives your attacks a +4 against Air 
and your friendship moves a +4 towards Earth 


- Stanky Sigher (Air Cult) 
He's very thin and smells. 


Joining them gives your attacks a +4 against Earth 
and your friendship moves a +4 towards Air 


- Slimey Cedrik (Water Cult) 


He's very thin as well and his scaly skin is slimy. 
Joining them gives your attacks a +4 against Fire 
and your friendship moves a +4 towards Water 


-Big Bart (Fire Cult) 


He's big, meaning he's fat, but he's not tall, he's a dwarf. 
Joining them gives your attacks a +4 against Water 
and your friendship moves a +4 towards Fire 


The party can join one or none of the cults. Maybe each member can join a different cult to have a powerful team. 
-Anyway, after the team explored the town a bit and perhaps bought some new gear and maybe joined a death-cult, The Earth Queen 
arrives. Everyone gathers to see her and bows. The queen stands in the middle of the crowd: 


Queen of blak ear TH 


AookK oVeR Lar} 


SHAY 


fi 
AAA 












EVE ee SHe WALKS 


She looks dissatisfied and says "Our soldiers have become weak and lazy, I demand a new 
purge, only the strongest soldiers must survive!" The queens orator shouts "puuurge!", 
people calmly shout ‘all soldiers gather, its time for a purge!' and 'puuurge!' as if everyone 
knows what it means. All soldiers start running to one place. Will you go as well? 

>Yes, you follow the soldiers. 

>No, the queen and other soldiers become angry so you follow the soldiers anyway. 


Everywhere she walks, stone spikes rise from the ground 


All the soldiers stand at the border of a cliff. The queen stands before the soldiers. 

The orator stands next to her. "Well, you all know what's gonna happen next, our beloved 
queen is going to test your strength, those whom lose will find their peaceful end, those 
who succeed will be glorious! All hail the queen!" All the soldiers respond "All hail the 
queen!" One of the soldiers is crying, however his crying is ignored. The Queen moves 
her hand, stone pillars shoot from the ground, pushing the soldiers into air, down the cliff! 


Sikes fore free" “Some soldiers are strong enough to resist the pillars and don't fall. 


| 


Now, your team is next. The player with the highest constitution survives the test, the one with the lowest constitution is thrown into 
the cliff. The rest of the characters will have to roll a D20. 


DO-9 = The player falls down the cliff. 


D10-20 = The player survives and remains in Red Larch. 
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The players that failed the test, keep on falling together with some other soldiers. Yet, the players and some Earth soldiers get saved 
by giant red birds; phoenixes. Some soldiers get saved as well, but there are not enough birds, so some soldiers fall into their deaths. 
On the phoenix sits a dwarf dressed in red feathers, he is wearing some kind of mask with a pink snout, black hedgehog nose and big 
eyes. 'Do you know the way?’ he asks. What do you respond? 


They are flying towards a giant stone sticking out of the ground, its the 
Lance Rock. 


Meanwhile we cut back to the players in Red Larch, what do they do? 

After a scene, we take a look at the other players. 

They arrive at Lance Rock, where a small temporary Fire cult camp is build. The earth soldiers give mixed responses, some embrace 
the dwarves, embracing their teachings as well. Others just run away, with or without a ‘thank you'. Some Earth soldiers raise their 


swords wanting to fight. 
What do you do? 


Meanwhile, again, we cut back to the players in Red Larch, what will they do? 


Back at the Lance Rock the small settlement gets attacked from the north by the 
Church of The Howling Hatred. They are soldiers wearing grey steel armour and are able to shoot bursts of wind. What do you do? 


Now from the south, Wise Men of the Crushing Wave attack the village as well. 'We won't allow the air cult to steal this victory from 
us!' They have long wavy blue hair and curly blue beards that are white at the bottom, like the foam from the sea. There are some 
women in their army, they have long blue hair. Because of their scaly skin's, they are strong enough without their armour, but they 
hold steel tridents. 

What do you do? 


It is strongly advised the team reunites to keep the game simpler for everyone and the more members a team has, the stronger they 
are. 


The players will need to look at the map to find their way: 
https://5e.tools/adventure.html#pota, 1 
https://5e.tools/img/adventure/PotA/018-poa2-errata.webp 


https://www.worldanvil.com/w/ahmarath/map/fc0a16c0-61e6-4e98-8d07-82a91999d9ac 





Here is the codex for the Map 

When the characters go to Feathergale, they will discover Feathergale is not the real Air Temple. 
The real temple has been taken over by the fire cult and is at the Scarlet Moon Hall. 

The real fire temple is hidden inside the Iron Ford. 

1. Vale of Dancing Waters: Water Temple 

2. Feathergale Spire: Air Temple? (No, but Map to Scarlet Moon Hall) 

3. Sacred Stone Monastery: Earth Temple 

4. Scarlet Moon Hall: Fire Temple? no but map to Iron Ford. 

(and taken over real Air Temple with Windvain Spear) 


Iron Ford: Real Fire Temple with Tinder Strike Dagger 


5. The High Forest (after finding all 4 weapons, Temple of The Elder Elemental Eye) 
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So, the characters are free to go to different places. It is suggested they fight the Earth Queen, 
to free Red Larch. If the party is underpowered they can go to some different places to level up. 
The players need to go to two different places and fight the monsters to level up. 

for each place, roll D20 x 10, that is the gold they earn/find 


The players can return to places to grind, but if they need to grind, the bosses should be made 
weaker, or they can level up each time they go to ONE place. Fantasy can be used to make the 
grinding less boring, instead of skeletons the team encounters Fire skeletons or Ice skeletons now! 


When confronting the Earth Queen, she gives a villain speech asking the team to join her. 

So the team can become the dictator of Red Larch, or fight the Earth Queen. She has the same stats 
as the Young Blue Dragon. Instead of biting she makes stone spikes appear. Lightning Breath 
becomes Shooting Stone Pillars out of the ground. 


Saving Throws Dex +4, Con +8, Wis +5, Cha +7 

Skills Perception +9, Stealth +4 

Damage Immunities lightning 

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 19 
Languages Common, Draconic 

Challenge 9 (5,000 XP) 


ACTIONS 


Multiattack. The dragon makes three attacks: one with its bite 
and two with its claws. 


Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one 
target. Hit: 16 (2d10 + 5) piercing damage plus 5 (1d10) 
lightning damage. 


Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. 
Hit: 12 (2d6 + 5) slashing damage. 


Lightning Breath (Recharge 5-6). The dragon exhales lightning 
in an 60-foot line that is 5 feet wide. Each creature in that line 
must make a DC 16 Dexterity saving throw, taking 55 (10d10) 
lightning damage on a failed save, or half as much damage on 
a successful one. 





After defeating the Earth Queen, the team levels up. After defeating a temple, or finding a map toa 
temple the team levels up as well. 
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1. Vale of Dancing Waters: Water Temple 

2. Feathergale Spire: Air Temple? (map to Scarlet Moon Hall) 
3. Sacred Stone Monastery: Earth Temple 

4. Scarlet Moon Hall: Fire Temple? with map to Iron Ford. 
(and taken over real Air Temple with Windvain Spear) 


Iron Ford: Real Fire Temple with Tinderstrike Dagger 


5. The High Forest (after finding all 4 weapons, Temple of The Elder Elemental Eye) 
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GROUND PLANS OF PLACES 


Dellmon Ranch: 
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River Gard Keep: 
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Vale of Dancing Waters: WATER TEMPLE 


> Players may buy a "Potion of Water Breathing" first. 


Before entering the temple, an old man sits before the big door. 

He gives the players a 

RIDDLE: 

A grandfather, a father, and a son go fishing. Each gets one fish but there is only one fish. 
How is this possible? 


Answer: -Its one person, he is a grandfather, which means he is also a dad. This person was born, so he is also the son of his 
mother/father. 


If solved he lets them in. The players could also fight them if they don't like a riddle. 
P346 cult fanatic 
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Sighing Valley 
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Players think the air temple is there, instead there is a map to the Scarlet Moon Hall 
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Sacred Stone Monastery 
Outside the door is protected by three Cultists riding on huge ankhegs. 











Then the players see the big stone door, to enter the temple, however on the door is a big stone face, it moves as it speaks giving the 
players a RIDDLE 


"We break your mountains to build our castles. 
From coast to coast, under knights and vassals. 
In the corner of your eye as you sleep, 

Yet still we grovel at your feet." 


Answer: Sand 
If player wants to fight the door: p.125 Earth Elemental stats ) 


Inside the temple the "maze" will have three doors, "left, middle or right" 
One leads to the next room, the others to monsters... 


Semi Home-Brew DnD Campaign Emilia B. Sameyn March 2022 23 


cep — § 





ANSHQQ 
is 


\Ran ptt 


























20S ah 5 
















































































combo 10 CFR 
pl 204 off 
F242. 
pe DURE AWe 
STANDep off Bee Dim 
Siant 
rer Kau pal 
ane? tag ——_ 








s1 And Bel 





MV sifovee 





STATu@ oF HOAAN wit 
Spovel. 
































nant ead 





We Wolf TeRRA CT TA 





ARMowR 








Semi Home-Brew DnD Campaign 


Emilia B. Sameyn 


March 2022 


24 


Scarlet Moon Hall 
( Fire temple? No but air temple!) 
Characters may Equip fire ring (40gold / 100 gold? ) = -4 fire damage and can be used to cross lava, but it breaks then. -- It also 


breaks after a mission 
MAP TO IRON FORD ON TOP 


Sal noon, Hall 
Feet Caltle | 
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Air cultists are trapped, tied together but can be freed. 
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After defeating the ice dragon, the players may try to take the spear but it is trapped inside the altar, they cannot move it. An icy wind 
howls and begins to speak, giving the players a RIDDLE: 


I cannot speak, but you can hear me. 

I cannot touch, but you can feel me. 

You cannot see me, but you can see what I do. 
If you trap me, I cease to be. 
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Answer: Wind 


If the riddle is solved correctly the spear can be taken. If the players are confused and really, really wish to fight the being can show 
itself as an Air Elemental 
P.125 It can be defeated so the players can take the spear. 
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IRON FORD 


It is a room with an anvil in the middle. 3 fire-cult smiths are there and three merfolk that jump out of the lake. 
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If the map is acquired or if the players inspect / move the anvil, they discover the fire temple, it's undergound. 


In the underground there will be a small room with a fire and a door. 
The fire moves as it speaks, giving the players a RIDDLE: 


My hunger abounds, but mouth I lack, consuming until my food is black. I eat to kill, so best beware, but choke me, drown me and 
your life be spared. 
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Answer: fire 
(Credit Patricia22) 


If solved the fire goes towards the door burning it away, 


If the players are confused/ angry and really wish to fight, the fire will transform into a Fire Elemental P. 126 
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There is lava with some stone protrusions forming a "path" that one can go on, to reach the other end. Each time someone was on it, 
it crumbles, so only one can cross the lava path. It is best that person would be a 'fighter' like a knight or a berserker, someone that 
can deal close range physical damage. The other characters can, then, fight from a distance. 


However the characters may have a ring of fire to cross the lava back and forth, then the ring is broken. Or they may find a way to 
cross the lava another way, by shooting stalactites so they break and fall into the lava. Maybe a dwarf can be thrown. 

Falling into the lava will lead to a character's death.... 

---The devil warns the players that holding the Elemental Weapons close to the Elder Elemental Eye may free The Chaos God 
Tharizdun. 


If the players have beaten the four temples and acquired the four elemental weapons, but not the Elder Elemental Eye. They must 
find the Umbra Temple, lead by vampire Taciturn. 


They see the sky loosing it's blue colour as it is turning grey, slowly. Even the ground and the grass are slowly becoming grey, while 
all flowers and plants are shrivelling up and trees lose their leaves..... The world is losing it's magic and the team must find the 
Umbra Temple, before its to late! 


What will they do? 


The players must hold the weapons together, this will guide them towards the Umbra Temple hidden within the HIGH FOREST. You 
hear the voice of a Fire Cult member saying 

"Now You Kno Da Way" 

In the high forest they may have to fight an ONI first. Page 240 


When they stand before the temple, there is a big skull with horns hanging on the door, it speaks to them, giving them a RIDDLE: 
"I’m dark as the night, but light as a feather. I hate light yet I come out during the day." 

Answer: 

A shadow 

-Why: A shadow can be hard in regards to how dark it can be, yet contains no mass/weight. Shadows are cast / come out during the 


day, but they disappear under direct light. 


If the players want to fight instead, bones float to the horned skull, turning into a Minotaur Skeleton! P.274 


If defeated, or if the riddle is solved, the skull turns into dust..... The characters can now enter the Shadow Temple. It is dark, but 
fungus emitting a faint purple light, gives the party enough light to see. Upon entering the temple they see the words "Welcome to 
The Skull Maze; Only true Umbra Members know the way”. It is a long hallway stretching to left and right. 

As a DM Print the Skull maze and give it to the player whom wants to solve it, perhaps give each player a skull maze and see whom 
solves it first. 
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Skull maze! 
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When the maze is solved, the players find a hole in the middle of the room. This leads to a different kind of maze, it seems. Howls 
and screams of monsters can be heard. 

The players have to choose three ways, two of them lead to a dead end with a monster, one leads further in to the dungeon, which is a 
good thing. 
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Each time they go further into into the maze they encounter a round room, where an elemental is ready to fight. In this round room 
they must choose between three ways again. 

When the last elemental, the air elemental is fought, and choose the correct way, (left) they encounter a cliff. There are spikes at the 
bottom. What will you do? 


Perhaps they can jump over the cliff. The one with the highest dexterity succeeds, the one with the least dexterity fails. The rest of 
the team needs to roll a D20. If it fails (below 10) they get -5 damage. 

-After they have survived(?) the cliff, they encounter Taciturn the Vampire. 

He sees you and gives you an evil speech, about joining his evil cult. All he needs are the four weapons..... Will you join him and 
give him your weapons? 








>Yes 


You now Join the Umbra Church, this gives you +4 attack against Fire 
+4 friendships move towards Shadow creatures/ humans 


Do the players wish to start another campaign? a 

>Noa 

Taciturn lays all the Four Elemental Weapons and The Elder Elemental Eye on his altar. A darkness emits from Taciturn and the 
characters. You all have great power, now, with this power you shall rule The Forgotten Realms however you all see fit. The players 
can go to Neverwinter to hold a dark carnival. Perhaps they can plunder the whole medieval metropolis, letting it burn in dark flames. 


>Yes a 

Taciturn lays all the Four Elemental Weapons and The Elder Elemental Eye on his altar. A darkness emits from Taciturn and the 
characters. You all have great power, now. The world ceases to fade away, and its magic and life force is partly restored, held 
together by the party's very own will. 

However the party feels a cold chill, it feels as if the ground did a whole spin, they almost lost their balance. Then they hear a woman 
scream in the distance. It is obvious; the forgotten realms have a huge problem. 


>No 


Taciturn crushes the Elder Elemental Eye, so the players cannot use it anymore. He destroys it with his hand like this: 





Then Taciturn transforms into a Black Dragon. 
He is immune to earth attacks and sensitive to fire attacks (-4) 
Depending on how strong the players are you can choose between these three stats: 


Easier enemy: Young Black Dragon 
P.88 


Medium difficulty enemy: Adult Ice Dragon P.102 
but instead of cold breath it uses acid breath 
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Hard difficulty enemy: Adult Black Dragon 
P.88 


When Taciturn is defeated or befriended, the party must piece back the elder eye. 
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The players rebuild the Elder Elemental Eye, a darkness emits from it, its like a dark light, it points towards The Forlorn Hills. It is 
there they have to hold the Four Elemental Weapons against the Elemental Eye. 
--The players go to The Forlorn Hills ready to use the elemental weapons. 


Do they wish to Summon Tharizdun? And do they wish to start another campaign? 


1. Summon Tharizdun, no new campaign 

The party summons Tharizdun. The world is shaking, the sky becomes blood-red. A giant dark being rises from the horizon. 

A humanoid beast with an insane smile, it looks so big it could travel across the world in a single step. The being is so gigantic it can 
only move slowly, yet it stomps on this realm crumbling it into a billion pieces, all will be lost but a meal-storm of pure insanity. 


2. Summon Tharizdun, new campaign 

The party summons Tharizdun. A darkness blows some live-energy into the world, but what kind of 

live-energy is it? Is it pure insanity? The world is shaking, the sky becomes blood-red. The party feels a cold chill, it feels as if the 
ground did a whole spin, they almost lost their balance. Then they hear a woman scream in the distance. It is obvious; the Forgotten 
Realms have a huge problem. 

The players go a level up. 


3. Don't Summon Tharizdun, no new campaign 

Our hero's stand on top of a hill and hold the weapons close to the Elder Elemental Eye. Light goes from the weapons into the 
Elemental Eye, shooting a beam into the horizon. Colour fills the world. Flowers start growing and the trees grow all kinds of fruits. 
Horses become unicorns and pegasi fly from the heavens landing in the soft green grass. The magic has returned to this realm and the 
life-force of all the lands, seas and skies have been rejuvenated. 


4. Don't Summon Tharizdun, new campaign 

Our hero's stand on top of a hill and hold the weapons close to the Elder Elemental Eye. Light goes from the weapons into the 
Elemental Eye, shooting a beam into the horizon. Colour fills the world. Flowers start growing and the trees grow all kinds of fruits. 
Horses become unicorns and pegasi fly from the heavens and land. The magic has returned to this realm and the life-force of all the 
lands, seas and skies has been rejuvenated. (let this image settle with the players) 

However, suddenly the world is shaking, the sky becomes blood-red. The party feels a cold chill, it feels as if the ground did a whole 
spin, they almost lost their balance. Then they hear a woman scream in the distance. It is obvious; the Forgotten Realms have a huge 
problem. 

The players go a level up. 


THARIZDUN CHARACTERSHEET 
If Tharizdun is not killed, and the players wish to have him on the team, then this is are his stats: 


rrr 
STR DEX CON INT WIs CHA 
22 (+6) 10(+0) 22(4+6) 8(-1) 12(#1) 12(41) 


rrr te 


Armour Class: 10 
Hit Point Maximum: 20 


Weakness to fire -4 
Can level up 


However his personality may form a problem for the players, so they may ditch him soon. 
- He acts like a narcissistic fool 

- Demands to have and hold the Elemental Weapons and Elder Elemental Eye 

and refuses to give them back. 

- Players may drop him because he is annoying: 

>refuses to go anywhere, or goes opposite way 

>demands to be the leader 

>if he is the leader, he says "no you lead, I don't feel like it" 
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7. Storm King's Thunder 


I think it is possible to START the dnd sessions from here. I believe it is best to start with players level 10, 15 or 20 depending on 
how many players there are and how difficult you want the fights to be. 


This campaign is loosely based on the official DnD Adventure: 
Storm Kings Thunder 
Please support DnD, by buying the official book. 


An online version can be found here: 
https://5e.tools/adventure.htmli#skt 


http://anyflip.com/hszq/jpuv 


These are the important characters and items of the story: 
Anum: All Father (God of Giants) 

King Heccetan 

Queen Mary 

Ymir: First Giant 

Ymirith: Advisor (Tharizdun in disguise) 

Tharizdun: The Chaos God, dressed up as Ymirith, using magic 
Seresa: Daughter she played with dwarves 

Myrin: Emotionally unstable 

Nym: Always seems cold and uncaring 

Eye of Revelation: Shows true forms 

Stone of Other World: Could send a God to another world 


So, in this campaign a lot of story happened behind the scenes. However, the players will learn piece by piece what happened and 
what is going on. 

Long ago the Gods created the world, however Tharizdun the Chaos God threw a shard of chaos into the world, so he got locked up 
and chained by the other gods. 

The characters (or someone else) held the five elemental objects together restoring the magic of the forgotten realms, however the 
combined power, in inexperienced hands, caused Tharizdun to escape from his chains. 

The Storm Giant Queen Mary (+-300m high) was visiting the small folk (regular size sapient beings) at Neverwinter. 

She was half submerged in the ocean. However Tharizdun (+-300m high as well) killed her. He then fled away. Using magic he 
disguised himself as a Storm Giant and named himself Ymirith. He went to the Royal Palace, using chaos magic he made the Royal 
family believe he was their advisor for hundreds of years. He informed Heccetan, the Storm King, of his wife's demise, blaming the 
small folk. Angered, Heccetan fled to the scene, where he discovered Queen Mary's body. 

He was full of hate and rage, as he was going to ravage Neverwinter, but as he saw the inhabitants, scared living beings, he had a 
change of heart and fled away, running across the ocean.... Meanwhile Seresa, Heccetan's daughter, took over the throne. Ymirith 
told the other Storm Giants, small folk killed Queen Mary and lied that Heccetan declared war against the small folk. This resulted in 
Giants attacking humans, however Seresa tried to stop this war, as soon as it started. 


THE ORDENING: 
This is the Ordening, a cast system, the giants live by. 
There are 6 types of giants. 


1. Hill Giants that live in caves, they are fat and live a burgundic lifestyle. They are not that intelligent and are afraid of other giant 
kinds, however they follow their commands. If the Storm King demands war, then there is war. They are as big as a house with 2 


floors. 


2. Stone Giants, they live undergrounds. They create a lot of art. The better they can sculpt, the higher their social position is. They 
are as huge as a home with 3 floors. 


3. Ice Giants are often cold and merciless. They would not mind killing each other to reach the top of their social hierarchy. They use 
words sparingly. They are as high as a building of 4 floors. 


4. Fire Giants. They are strong and fight, to get on top. They shout a lot. 
They are as big as a 5 floor building. 


5. Cloud Giants are very orderly and bureaucratic. Always writing reports, essays, contracts and so on. They make sure everything 
in giant society functions as it should. They are as big as a 6 story building. 
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6. Storm Giants. The biggest kind of all giants. They are 300 meter high, more than ten times as high as cloud giants. They live 
luxurious life's. The most powerful Storm Giants are the Storm King and his royal family. He rules over all Giant-kind. 


There is Ymir the first giant ever, out of his death and body, the world was born. 
There is Atlas as well, he carries the entire world on his shoulders. 
The most important giant is Anum, the all father, god of all the giants. 


However, some giants believe he is not real. Others believe Anum might have been one of the first Giants but is no longer alive. It's 
hard to say, as there is no real prove of his existence. 


- THE ADVENTURE BEGINS - 


The players go back to a town (Red Larch?) to rest. Or, if its the first session, they arrive in Red Large, looking for adventure. 

The next day a villager, or Harbin Easter goes to them warning that a Hill Giant is attacking them. When the players are in the village 
it is not hard to see, the Hill Giant is as big as a house, with his club he is destroying houses. He mumbles something like: "War 
against humans" and "Kill all small folk". 


The players must fight the Hill Giant. Page 156. (LEVEL UP AFTER BATTLE) 
After defeating the Giant, Harbin Easter, or a villager explains to the team that they must go to Dessarin Hills, where the Hill Giants 


live to find out why they attacked them. Giant's and us "small folk" lived in peace for aeons, so a Giant attacking us, is anything but 
normal. 
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The players arrive at the Dessarin Hills. 
There is a place where they can sleep, there some Hill dwarves live in peaceful 
co-existence with the Hill giants. They have a shop, inside the same building as the giant's shop. 


Hill Giants are as big as a house. They barter and trade but most of all they collect things they find: dead trees, nice stones, ect.... 
They are not that smart. 
They are fat and life a Burgundic life style, drinking wine and beer and eating at their hearts content. They are afraid of other Giants. 


> The players don't learn much from the Hill Giants. However one of them tells them: 

"The King of Giants; Heccetan is, erm, very angry at you, them small folk. 

We are waging war against them, erm, small folk now, yes, but you guys seem ok. don't ain't causing any trouble, kay? Maybe erm, 
them Stone Giants might know more about it, wont they? They be living at Grey Peak Mountains, right?" 


The players LEVEL UP! 

They can now travel the FORGOTTEN REALMS, yes the map of the ENTIRE FORGOTTEN REALMS, to go to Grey Peak 
Mountains or wherever they please, they can take whatever route they please. 

This is the ENTIRE MAP, the next images will be "zoomed in". 


After going to a place and defeating a monster the players go a level up, perhaps they can level up after defeating several monsters. 
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Colour code to find the places in the codex: 
Dark green = Page 1 and 2 

Dark blue = Page 3 

Light blue = Page 4 

Light green = Page 5 

Red = Page 6 
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CODEX OF FORGOTTEN REALM MAPS 
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---WHEN ARRIVING INSIDE A TOWN--- FACTIONS --- 


They see posters on buildings, requesting people to join a faction. Each poster has an address to a house, to join the faction. These 


factions are unrelated to the cults that can be joined separately. 


Each faction has one badge with a magical aura, improving the wearer, 


Through the aura members can recognise each-other. However the aura makes it unable to use other badges, and each faction has 


spies in their group, so you cannot join two factions. 
These are the factions: 


Harpers (spell casters that fight abuse of power) 
+5 Wisdom 


Lords alliance, a group of lords and houses owners 
+25% gold of all gold you receive 


The Inner Enclave: Survivalists, they help others survive the wilderness 
+5 constitution 


Order of the gauntlet: Soldiers, and smiths, they protect others. 
+5 armour 


The black network: They are focussed on occult magic and personal growth 
+5 Intelligence 


To go to grey-peak mountains, to meet the Stone Giants 


The players will have to travel through the High Forest encountering some Kobolds P196 Winning 500 gold. 


---Unicorn run--- 

They might attend the unicorn run. 

There they can race on UNICORNS! 

If they restored magic in the Princes of the Apocalypse Quest; the unicorns wear golden armour. 
---The unicorns are kept in a farm, cared for by Forrest Dwarves 
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If they race to Karse: 

They go trough a tunnel of star-mounts and get bat's in their face. 

The unicorns jump over rivers and zigzag trough trees. 

---If they race to Uluvin: they zig-zag trough trees. 

The race is a long one and takes an hour. 

The unicorns are very fast 

--- They can race from Uluvin to Karse and vice versa, or to the unicorn run, which is the farm. 
Racing from Ulivin to Karse takes two hours. to the unicorn run; one hour. 

Each player must roll a D20, the one with the highest throw arrives first. 


GREY PEAK MOUNTAINS - ROUCKGARD - STONE GIANTS 

KING: STYDBERG 

Going towards the mountains they cross a forest seeing al kinds of trees, apple trees, pear trees and peach trees. 

There is the entrance to the Stone Giants. Before the entrance, however, stand 3 Earth Cultists, they claim the City of the Stone 
Giants is Holy to them. 

Remember they have a WEAKNESS TO AIR -4, and are Immune to Earth attacks 

The city is called ROUCKGARD. 

Stone giants live in harmony with Earth Culltists. 

Stone giants like sculpting. As a weapon they use giant stalagmites. 


When the cultist's are defeated/befriended the players stand in front of a giant stone door. 
It has two eyes and a huge gaping mouth, out of the mouth comes a deep voice; 

giving the players a RIDDLE 

"T have a heart of stone, and covered in hair. I cannot fly but grow in the sky. 

What, oh what am I?" 

(answer: peach) 


If the players are refusing to solve the riddle, they can fight the door. The door can attack by shooting rocks out of its mouth. It has 
the stats of an Earth Elemental. P. 125 


When the riddle is solved/ the door is defeated: the players can enter, they arrive in a big cave with 6 statues. A giant control panel 
stands there, six buttons on top for giants and six buttons down for 'small folk’. On the wall is carved in beautiful letters: 
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Each button has a name on it, corresponding to the statue, if pressed, the statue moves backwards. 
Revealing a big hole leading downwards, these holes lead to a room with a monster or perhaps 
the King of the Stone Giants, or the town of the Stone Giants: ROUCKGARD 

The monsters have a WEAKNESS TO AIR -4, Immune to Earth attacks 
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They can find the village called; ROUCKGARD. 
It is a village that has a few stone houses, for giants. 


Stone giants live underground and place a high value in arts and craft, especially sculpture. 

They are as big as 3 story buildings. They have clubs that are made from stalagmites or stalactites. 
Show the players how they look: p.157 

The Giants live in harmony with Earth Cultists, that have 'small folk’ beds in the Giant Inn 

and a shop for 'small folk’ in the Giant Shop. 

The Giants and Cultist's will assume the team are Earth Cultists as they have found their way inside. 
If asked they may tell behind which statue the Stone Giant King lives named STYDGARD 


If you find King STYDBERG, he will sit in a stone throne that is heavily decorated with detailed sculptures. He will have a huge 
club made from a stalagmite. He will fight you: 


Depending on how strong the players are, you may choose one of these statblocks for King Stydgard 

(can only do physical attacks, has no tail or claws, can't teleport nor fly) 

he has a weakness to air -4, immune to earth attacks 

EASY p170 Stone golem 10 

MEDIUM p314 Ultrloth 13 

HARD p60 Goristo 17 

You cannot murder the king, when his HP drops to zero he will drop himself into his throne, exhausted after a good fight, unwilling 


to fight further. 
He will give you important information; 


(Queen Mary, The Queen of the Storm Giants has gone missing. King Heccetan, The Storm Giant King, believes the small folk have 
killed her. That is why he declared war against all small folk. However if you want to end this war, you will have to talk to our 
superiors, the Ice Giants. They might know more. 

You see, we Giants have a hierarchy called "THE ORDENING" it is what our god, our all father ANUM demands. 


This is our ORDENING 
First there are the low HILL GIANTS, they are not very smart, but may find valuable things. 
And can be good life long friends. 


Then there are us, the STONE GIANTS 
Then the Ice Giants; silent hard workers 
The Fire Giants; flerce warriors 


Up in the clouds live the Cloud Giants; strong but always busy doing paperwork, making sure our society runs smoothly 

And above them live the Storm Giants; Strong, intelligent and just. 

Their Royal family rules all giants, with strength and justice. They receive messages from our God Anum. They create laws and 
make sure these laws are followed. 

] suppose Atlas, could be above all giants, carrying The Forgotten Realms on his back. 


and then there is our mysterious hidden God, our All Father Anum.' 
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'I think it is best to seek the Ice Giants, be careful in their caves though. Most Giant villages and cities are hidden, behind a 
dungeon, so no one with bad intentions could enter our domain. I wish I knew the password and colour codes, to let you pass, 
but 1 forgot them... 1 don't like Ice Giants very much, they don't like to talk, and seem so uncaring. If you wish to find them, the Ice 


Giants live at the Spine of the World. You see this world was once a giant, and the mountains, the North, used to be his Spine....' 


> 'Do you wish to know the story of the forgotten realms?’ 


The players can choose to hear the story, or not. 


Many, many aeons ago there was nothing; slowly through the void and chaos, powers, order and thoughts emerged; the Gods of 
our Realm. Yet the gods did not have a material form yet, as there were no Elements. Later, out of their powers and thoughts 
clashing together, by accident, a formless elemental mass was formed, drifting in the great nothingness. Pleased the Gods gave it 
form creating the first being ever, his name was Ymir, the biggest giant that ever lived. Tharizdun, the Chaos god, refused to take 
part, defying the other Gods and he hated Ymir, calling the Giant; 'a two armed material abomination, the order defying chaos." 
Ymir floated through the void pondering existence and life. He created cosmic whales and dolphins from the elemental void, 

so he would no longer be lonely. Then from his breath he created clouds, and using those, he created Cloudopa from the white 
clouds, and then he made Styrmgard from the thunderclouds. 

The Gods were impressed with his work, except_for Tharizdun. Ymir was allowed to build great castles for the Gods. As a token of 
gratitude, the gods created a younger brother for Ymir, his name was Atlas. 

They talked and played sports together, travelling the cosmic void. However, God Tharizdun was jealous of Ymir's talent. 
Tharizdun tried his best to create beauty but all he made were dragons, beholders, kraken, and other monsters. Instead of life and 
magic he brought forth diseases and illness. Filled with anger and spite, Tharizdun threw a shard of pure evil at Ymir. 

Ymir was struck and fell into the arms of Atlas. From the pain Ymir cried oceans, as his pain turned into fire. Ymir died and Atlas, 
struck with grief, swore to never let his friend go, holding his body forever, no matter what. 

Centuries went by, and Ymir's bones became the mountains. His skin became the earth, and his hair, the trees. His blood is the 
magma and lava. As time went by, the cosmic whales and dolphins passed away, forming Islands. 

This is our story 


The story of THE FORGOTTEN REALMS’ 


King Stydgard told the creation myth of the world. 
He will also tell the players how to find the village, if the players did not find the village yet. 


To go to the spine of the world: 

-High Forest, Kobolds again? p196 / Vine Blight p33 500Gold 

-Unicorn Run 

-Star Mounts: Earth Elemental p 125 

-The Ever-moors: Ogre p238 Shrek's family lives there 

-The Laughing Flow, a particular part of the swamp that makes people laugh because of 
the swamps gas 

-The Lurkwood: p Zombie ogre p137 

-The Spine of the World, there you will find the entrance to FRYSTGARD, 

The city of ICE GIANTS 


Semi Home-Brew DnD Campaign Emilia B. Sameyn March 2022 54 


--- SPINE OF THE WORLD--- ICE GIANTS --- FRYSTGARD --- 


At the entrance you will find the 3 anchorites, from the Icespire Peak Campaign, if they are still alive. 

Flenz Vokdorrie 

A Female anchorite, does not use many words to speak. She comes from the North. Nature taught her that "cruelty is natural, not 
evil". 

Moesko Humanbiter 

He is a violent brute, but likes horses. 

Grannoc Wintermoon 

The female leader of the anchorites. She has a ponytail and lies compulsively. She likes taking risks and lives each day to the fullest, 
as each day could be her last. 


The anchorites believe, wrongly, gold and treasure is hidden behind the great icy gates. 
You can talk to them, fight them or befriend them again. Maybe you defeat them, but they simply run away when one of them faints, 
carrying the fainted anchorite. 


Then the players stand before a glass-like huge gate. A light slowly flickers as it speaks 
‘Give me water, and I become rich. Give me warmth, and I become richness itself. What am I?' 


(Answer: ICE 
When given water, it becomes more ice because of the cold. 
If you warm it up, it becomes water, the source of life, richness itself.) 


If the players refuse to solve the riddle, the gate will transform into an Ice Elemental. It will have the strength of a Water Elemental 
p.125 


When the players enter, they will find a huge icy cave, in the middle there will be a floating giant magic crystal. Again, there will be 
a control panel, each button has a light in a different colour. 

When pressed, the crystal changes colour, the same colour as the button. Let the players figure this one out.... 

Each different colour represents a different place, when you touch the crystal when it has a certain colour, you will be transported to 
that place. Each place will have a smaller crystal to teleport back to the big crystal. Most places will be a room, with ice walls, with a 
monster inside it. 

The monsters have a WEAKNESS TO FIRE -4, Immune to Water/ Ice attacks 


Ice Giant Maze 

1 Blue - p306 Yeti 

2 Red - Leads to king SNOWBARTH 
3 Purple - p335 phase spider 

4 white - bone devil p72 

5 green - p252 peryton 

6 yellow - quaggoth p257 

7 pink - ICE GIANT CITY 
FRYSTGARD 
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---FRYSTGARD--- 


You arrive at Frystgard, it is a dazzling world that seems made out of the purest glass and crystal. 

You see houses, castles and cathedrals, glittering in the distance, this cave of ice is the biggest one you have ever seen and must span 
across The Forgotten Realm's North it seems. 

The streets are buzzing with activity, some Ice Giants walk by in a fast pace and they are as big as a four story house! 

Their bodies reflect against the ice walls into abstract shapes, you can look through the walls, yet all is hazy giving the Giants a bit of 
privacy at least. The white sun, shines trough a thick sky of ice, reflecting light like fireflies on the water-like surfaces of this fragile 
looking world of icy wonders and frosty mystery. Near the walls, walk little humans, Frost Dwarves. They stay close to the walls, so 
the Ice Giants won't stomp on them by accident. They live in a symbiotic manner, very different in size, yet similar in heart. 


-- SNOUWBARTH-- ICE GIANT KING -- 
This Giant King has a white beard that looks like ice cones. He has a giant club made from ice, and so is his spiky throne. He says 
"Queen Mary's gone and now King Heccetan, is small folks fault!" and takes his ice club and begins to fight. 


He has a WEAKNESS TO FIRE -4, Immune to Water/ Ice attacks 
Show giant: p156 

Choose one of these stat blocks: 

(can only do physical attacks, has no tail or claws, can't teleport nor fly) 
EASY p314 Ultrloth C13 

MEDIUM p60 Goristo C17 

HARD p88 Ancient black dragon challenge C21 


After battle the king falls in his chair, exhausted. 

He says "Dreamed about small folk beating me, had to give 'em this. Is Eye of Revelation." 

He hands over a blue stone. As soon as one of you touch it you see a vision: 

Birds fly over clouds 

A girl is playing in a junk room with really tiny dwarves and toys, 

The dwarves are happy to entertain her. 

The tiny dwarves seem to live in boxes. 

The players can then ask to the Ice Giant where they need to go next. 

He says "Fire Giants at Star Mount". Nothing more, nothing less. He may even respond with silence when more questions are asked, 
pondering or looking a bit annoyed at all those questions... 


The players can take this route to Star Mount, but give the players the freedom to choose where they go, let them look at the map. 


- Mirabar: Village full of dwarves, frost dwarves? 

- Longsaddle: Centaur p39 

- Noanar's Hold: Obelisk where a hellhound ruined the place p183 (600 gold) 
-Grandfather Tree: An ancient living tree that needs saving from 

a Hook Horror p190 that destroys trees 

Reward: old grand staff +15 magic 

-Lost Peaks: Galbrezu p59 

After defeating him there is a small gold statue 

if a meditating man that can be sold for 300G 


---STAR MOUNT -- FIRE GIANTS -- STEYRGARD -- KING FYRMIR 


The enemies have a weakness to water -4, immune to fire attacks 
Before a huge red gate there stand three fire cultists. p.346 
After they are defeated, the red gates emit a low voice, it is another RIDDLE 


I'm tall when I'm young, I'm short when I'm old. What am I? 

A: Candle 

If the players don't want to solve the riddle, fire comes from under the gate, it transforms into a 
fire elemental P. 126 


If the riddle is solved or the monster is defeated, the gates open. 
When the characters enter, they are inside a cave with brown walls. Before the players stands a wall of lava pouring down from up to 
down. There is a giant panel however, with 9 buttons for giants and 9 buttons for small folk, each button has a number on it. 


If one of the players presses a button, a bar with a number on it, behind the lava moves forwards, splitting the lava stream, creating 


some sort of doorway. (Like the lava room from The Incridibles, the Pixar movie). 
Again the enemies have a WEAKNESS TO WATER -4, Immune to Fire attacks 
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1 p61 Hezrou 600G 

2 p184 Helmed Horror 

3 p37 Cambion 800G 

4CITY STEYRGARD 

5 p181 Half Dragon Vet 

6 p40 Chimera 300G 

7 KING FYRMIR 

8 p218 Magmin 

9 p326 Gian Fire Beetle 600G 


e:4 it ma TAR M 1s 


STEYRGARD 


When the characters arrive inside Steyrgard, they see a stone city glowing in warmth. Lava trickles down on houses, castles and great 
cathedrals decorated with rubies. The lava flows into little canals flowing next to the pavement where huge beings walk, the fire 
giants, as big as 5 story buildings. Near the lava canals walk fire cultist's living together with the enormous giants. The Giants have 
big swords, or steel clubs and wear armour as if they are going to wage war soon. They discuss things with each other talking loud, 
with much gusto. 

Show giant: p156 

You may visit an Inn or a shop, as fire cultists sell things for small folk and rent rooms for small folk. 


KING FYRMIR 


When you enter his place you see a stream of lava, behind the stream of lava sits the fire king FYRMIR, in a throne of brown stones, 
chiselled into the shape of flames. 

He laughs "You small folk will never cross this stream!" The players can access a panel with five buttons on it. Big buttons, on top 
for giants, and smaller buttons below for 'small folk’. 


Some buttons make a platforms rise from the lava, other buttons make all platforms go away, or do nothing when there are no 
platforms raised. There are three platforms needed to make the lava raise. 


1 Middle platform 

2 Makes all platform sinks back in the lava stream 
3 Front platform 

4 Last platform 

5 Makes all platform sinks back in the lava stream 


So the players must press the buttons 1, 3 and 4, it does not matter in what order, but they should not press 5 and 2, as 5 and 2 will 
make them start over. 
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This is how it can be visualised to the players: 
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When you reach FYRMIR, he gets out of his throne shouting angrily. "Our beloved Queen Mary is murdered and King Heccetan 
has gone missing! It's all your fault! Death to the small folk!" 
He swings his menacing metal club around, it has red gems inside it and steal spikes! 


When fighting the Fire Giant King: you may use these stats: 

Show giant: p156 

Has a WEAKNESS TO WATER -4, Immune to Fire attacks 

(can only do physical attacks, has no tail or claws, can't teleport nor fly) 
EASY p60 Goristo C17 

MEDIUM p88 Ancient black dragon challenge C21 

HARD p91 Ancient blue dragon challenge C23 


When he is defeated or befriended he sits down in his throne, and sighs. "The dream I had, it is true...." (perhaps the players can ask a 
question about, said dream) "I dreamed that I would fight brave small warriors and that if they were worthy, I should give them this": 
He gives you all the -Stone of Other World-. It is a nice big red gem. 

As soon as you touch it you see: 

A family lives inside a small home at Phandalin. At the fireplace children are playing, three sisters. A father is 
stitching clothing while smoking a pipe, while mom is reading a book. 

The fire warms the entire family as the sun sets behind the horizon. 


Fyrmir continues explaining: 

I received this stone from my mother, and she got it from her grandfather, and he got it from his mom and so on.... According to 
legend, this stone is so powerful it can send a God to another world, only if that God is weakened of course. It's just a legend of 
course, perhaps you guys can use it somehow.... 


(The players can ask where to go next) 


Fyrmir gives directions: 

Follow the Equator, go east, as far as you can. Wander beyond The Fallen Lands, across the great desert of Anauroch. Go to the 
Frozen Sea, despite it's name it is a place of heat and thirst. 

Yet there is a ship there WOLKSCHYP, this will bring you to Cloudopa, a realm hidden above the clouds, where the giants live. 
Speak to them and they might know more to help you. 


--- ROAD TO WOLKSCHYP --- 

Forest: Satyr p268 easy enemy, laughs at the team mocking them and running around... 
Delimbiyr Vale: Djinni p145 

Deadstone Cleft: Marid p147 


The Fallen lands: 

It is a grey-blueish swamp, in the past it wasn't a swamp. A mysterious intelligent race used to live there, they were able to build 
ships that could fly to the sky. You see broken metal structures, everywhere, glass, stone and weird broken devices linger around, 
rusted and eroded.... 

There you can fight Mono Drone, Duodrone, Tridrone and a Pentadrone p.226 


Anauroch: 

Players are advised to purchase water and food before this expedition. 
P235 Spirit Naga 

Players wander and sleep? 

Next day: Guardian Napa 235 

Players wander and sleep? 

Next day: 


The Frozen Sea 
Bone Naga 234 


At the ship, WOLKSCHYP: 
You see a blue ship with golden ornaments. It has two bird like wings. 


The three anchorites are there again (if they still live), standing near the ship. They believe treasure and jewels are hidden within the 


ship. 
Yet they are attacked by three Quadrones! p227 
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Flenz Vokdorrie 

Female anchorite, does not use many words to speak. She comes from the North. Nature taught her that "Cruelty is natural, not evil". 
Moesko Humanbiter 

He is a violent brute, but likes horses. 

Grannoc Wintermoon 

The female leader of the anchorites. She has a ponytail and lies compulsively. She likes taking risks and lives each day to the fullest, 
as each they could he her last. 


After helping the anchorites, the players stand before the door of the ship. On the gate there is a window, and from that window a 
blue light fades in and out, as it speaks, it is another RIDDLE. 

The deep robotic voice says: 

I can fly but I have no wings. I can cry but I have no eyes. Wherever I go, darkness follows me. What am I? 

Answer: Cloud 


(Whether the riddle is solved, or the players refuse to solve it, a monster is summoned to see if they are worthy, if solved the light 
turns green for a few seconds.) 

The light turns red and it comes from the door forming a body, while the metal structure of the door becomes armour, before you 
now stands... 


Helmed Horror! P184 


After defeating the Helmed Horror, the players can enter the ship. 
How will you activate the ship? 

The players can find the wheel of the ship, it has a hole inside it. 
How will you activate the ship? 


If players place a wrong item in the ship, for example 'The Stone of Other Worlds' the ship will emit red light and start blaring a siren 
that sounds like mechanical screams. 
The players must take back the object and try something else. 


Entering the blue stone, The Eye of Revelation, makes the ship emit white lights, activating it. 

You hear a mechanical humming that almost sounds like a choir. Small mechanical arms come from the walls, fixing the ship, 
scrubbing of dirt and removing rust. Monodrones ( p227 ) roll from the walls, they are not hostile, they are making the ship work, 
pressing buttons and pulling levers. 


Slowly WOLKSCHYP, the ship, starts to float. The nose of the ship goes up and it rises, and rises. 

You may look down, as you will see, stones becoming like dots, and mountains becoming like stones, you see the edges of the desert. 
Birds fly by, as well as some tiny clouds. The entire Fallen Lands look like a small patch of grey and blue, the High Forest is a big 
green bush and in de distance, near the sea, a grey small line, The Sword Mountains. 

The Icespire castle and Phandalin are invisible, and Never Winter is just a small brown spec on the horizon. 

Is the entire world just one little spec of dust? All these people, all the wars and all the love, it all happened on a fraction of a piece 

of sand.... Then all becomes white, you, the entire ship is engulfed in clouds, and then, you see it; 


Cloudopa, the world of Cloud Giants 

Immense buildings, basilica and temples build from white stone with golden accents, forever shining in the sun. In the distance blue 
haired, grey skinned giants walk across the stone lanes, often holding books and scrolls, in the distance they almost look 
human-sized, yet one cloud giant passes by closely, not noticing you, he must be as big as a 6 story house! More then 27 meters in 
height! 


Behind the players stands a big house, there is a huge door for giants, but there is an unlocked square where the players can enter the 
house. (It is the house of a Cloud Giant named TYZIAS) 


What will do you do? 
(1.Will the players wander through the town? 
2.Or will they enter the house?) 


1. If the players wander through town 

They will walk for a long time, because the place is so big, they end up nowhere. A huge giant (TYZIAS) notices the team walking. 
He has two sharp teeth, wears glasses and a suit with a neck-tie. He has blue hair that almost looks like an icy flame. His face looks 
worried: 'Gadzooks! What are small folk doing here? Erm, it's way to precarious for fellow people of your size here, erm. Not to 
mention the conflict between the two size populations!' He scratches his head. He then says 'I apologise for my actions, tiny beings.’ 
He picks up the characters and brings them to his home. Underway he realizes 'Gee willikers! I have not properly introduced my 
humble self! You may call me Tyzias, what is your name if I may request?’ 
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(characters may say their name) 

Tyzias enters his home. 

He brings a huge dish with food, a piece of cooked giant mushroom, a big carrot and a large lettuce. 

The dish and pieces of food would be very small for a giant, but more than enough for small folk. 

‘I am dreadfully sorry, for I have no time. I will have go now, but I shall return soon from my client, you have my word! If you have 
any questions, please, ask the dwarves!’ 


The characters are able to eat, giving them full HP. 
However they see a creature in the distance running towards them, the being turns out to be quite big! 


It is a three headed tiger! It stands before the players growling, ready to fight. 
The left head breathes fire, | the middle spews thunder | and the right blows ice. 
They have the stats of a chimera p.40 


When the tigers hit points turn zero, it is not dead, it simply rolls on its back playfully, happy it played with small folk. He stops 
fighting when a players HP is low, as it does not want to kill his new friends. 


Players are now able to explore the place, see the image further in the text. 


2. If the players Enter the house. 

They stand eye-in-eye with a big three headed tiger! 

The left head breathes fire, | the middle spews thunder | and the right blows ice. 
They have the stats of a chimera p.40 


When the tigers hit points turn zero, or when of the players are almost defeated, a giant opens the front door. 'Nepeta! What are you 
doing!?' he screams. The giant takes the cat, and goes to another room. You hear the giant speak to the tiger: "Kitten requests some 
food? Here you go little one!" The giant cat growls with a hungry belly. The cloud giant then enters the living-room again, where the 
players stand, closing the door behind them, so the fearsome cat shall no longer harm them. 

"My sincerest apologies, small folk, for my feline companion. I never expected to be visited by tiny fellow people.' The giant puts 
down a huge dish with food, a piece of cooked giant mushroom, big carrot and a large lettuce. The dish and pieces of food would be 
very small for a giant, but more than enough for small folk. The cloud giant has two sharp teeth, wears glasses and a suit with 
aneck-tie. He has blue hair that almost looks like an icy flame. He frantically walks to his coat and puts it on. Wiping away sweat 
from his head he says: 'I am dreadfully sorry, for I have no time. I will have go now, but I shall return soon from my client, you have 
my word! If you have any questions, ask the dwarves." 


The players are now free to explore the living room: 

There is a sofa, and a bureau. There is paper, writings, pens and documents all over the place. 

There are books and mugs with coffee everywhere as well. 

Next to the sofa there is a hole, a small doorway, where dwarves live. You will find an Inn and a shop there. 


-On the bureau, and the coffee table there are friendly Modrons cleaning it. There are trees in pots, they look like bonsai trees, but 
their size belies it. 


After the players are done exploring the room, the giant returns. He grabs the players and puts them on his messy bureau. Then, he 
sits on his chair. He adjusts his glasses, looking quizzically at the players, saying: 'Erm, I'm not sure if I introduced myself properly, 
because I had to go so quickly, but my name is Tyzias Von Cloodhoven, I'm a lawyer as well as the representative of the L.G.C.A; 
the Local Giant Cat Association. So, my dear fellow beings, who are you if I may ask, and what brings you here?' 
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The players may explain to the Cloud Giant what they are doing. 


Tyzias, runs his hand through his hair and says: 

'T see. It seems you must find King Heccetan, however he is missing. You will have to visit the royal family and talk to 
Seresa, she took over the throne. Before you visit them, I must tell you about the royal family to prevent any 
misunderstandings. The most important Giant is our All Father and God: Anum. However no one has seen Anum, some 
giants believe he does not even exist, but don't doubt Anum's existence, as some giants might not take kindly to that. 
Then there is King Heccatan and Queen Mary, they rule over all the giants. However Queen Mary has been murdered, 
according to Ymirith she has been killed by small folk when she was visiting Neverwinter. Heccetan declared war 
against all small folk and then went looking for her, but he never returned. 

Now their daughter Seresa took over the throne, she gave the order to stop the war, yet the Giants are still frustrated at 
the actions of the little beings. Seresa has two sisters. Myrin, a girl that often stands on the balcony looking over her 
fans. Sometimes she's angry, shouting at her fans, while other times she is seen crying. Then there is Nym, nobody sees 
her often. People say, she spends long amounts of time in her room. The royal family would not be complete without 
their trusted guard Darude. There is the advisor as well, he arrived recently, his name is Ymirith and he is often seen 
whispering to Myrin and Nym. 

Anyhow, if you wish to see the royal family you must sign these papers' 


Tyzias puts down a thick pack of papers on his desk. It must be at least a thousand pages, if not ten thousand! 
-Will you sign these papers? 
(If the players refuse they can wander around, but the adventure wont continue unless they sign the papers.) 


If the players sign the papers, Tyzias will say 'Please sign, here, there, here, also here,....' It takes an entire hour and three coffees to 
sign all the papers. 'Alright' Tyzias says, 'I shall now carefully put you on my shoulder.' Tyzias, with the team, goes to the door. 

‘See you later, my dear Nepeta!' He shouts on his way out, a growl returns in response. Tyzias walks in a fast pace towards the centre 
of the town Cloudopa. Many giants walk with briefcases or holding books and papers. 

The players notice that besides the clear sky, above the centre of Cloudopa there are thunder clouds. They see a big tube in the 
distance. As Tyzias walks towards the tube, they see that it exists out of multiple glass-like pipelines. Inside those pipelines they see 
golden platforms going up and down. 

Eventually the team arrives at the tubes. You realize the tubes are huge, really enormous even for Tyzias! The door is more than ten, 
eleven times as big as him. Tyzias enters the elevator, standing on a vast empty platform. It is almost frighting. The platform goes up. 
You see the enormous metropolis of Cloudopa shrink underneath you, suddenly the world of Cloud Giants doesn't seem so big 
anymore, aside from the elevator. 


Tyzias says: 'This reminds me of a riddle, it goes as follows: I have rivers without fish and roads without horses, I have deserts 
without heat and snow-lands without cold, I have mountains without height and canyons without depth. What am I? 
> Let the players guess. 


If the players can't answer correctly Tyzias will say the answer. 
Answer: A map 


- THE PLAYERS LEVEL UP - 


The platform keeps on rising. Eventually, you float through the grey clouds, you see electricity zapping inside them. Luckily you are 
shielded from the thunder by the thick transparent walls of the pipeline. When you rise above the thunderclouds, you feel small, even 
Tyzias is dwarfed in this world. The exit at the tube is marked 'STYRMGARD.' 

Tyzias exits. Around you, you see grey castles with light blue or dark red roofs. Flags are everywhere. There are many buildings with 
intricate architecture and sculptures. Enormous giants walk around with big blades, some wear helmets. From the ground, crackles 
thunder, sometimes sparks emit from the buildings. The sky is a dark blue, even though the sun is shining bright from the South. 
Stars faintly twinkle, high in the sky, you see dragons flying around, in this great metropolis they seem harmless as if their are merely 
birds. Alicorns flutter around like buzzing insects. Tyzias walks towards the vast entrance of The Royal Palace. There stands a guard, 
he is ten times as big as Tyzias! 300 meters high! That must be as high as the ancient Cathedral of Eiffel, from the old legends you 
heard about! 

Your lawyer friend says: 'I humbly request a royal audience, sir Darude.' The guard sits on one knee, inspecting the papers. 

The guard then takes a loupe, a monocle-like microscope and inspects the team. He removes his loupe, stands up and sighs: 'Request 
Granted’. He looks up. 'Open the gates!' As he shouts you feel an earthquake going through your entire body. He looks angry at the 
tiny team and mumbles trough his teeth "Lucky for you, Miss Seresa is in charge now, if Heccetan had the last word, you would all 
be dead by now." 

Tyzias carefully steps inside the Royal Palace. As you feel like a spec of dust on the shoulder of a midget. 'Well, I have to go now, 

I assume my next clients are already waiting. My apologies about leaving this swiftly. Until we meet again my fellow friends!’ Tyzias 
picks you up from his shoulder and puts you on the red carpet, then he leaves. You stand on a carpet that seems to stretch towards the 
horizon, in the distance you see a faint form, of what must be a throne.... 
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ROYAL STORM GIANT PALACE OF STYRMGARD 
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Later, when the players arrive at the throne, they will find that the throne is empty. 
Seresa is visiting the realm of Mechanus. 


So the players may walk for a while. 
Then they see friendly Modrons (p.225) cleaning the palace, they are small for the players, so they must be like ‘helping dust specs' 
for the Storm Giants. 


You may walk around, but it takes long to arrive to a certain place, because the house is so big. Lucky for you dwarves on giant 
mice arrive. They are Storm Dwarves, they rent giant mice to you 

so you can ride them. 

There are holes in the walls for Storm Dwarves, and in those holes there are shops and Inns. They are light blue dwarves with grey, 
cloud-like beards that are filled with static electricity. 


Left, you find the toilets, they are made of gold. You can climb them and swim in them, but that would be unhygienic, even though 
the royal toilets are cleaned all the time. 


Further left, you can find the bedroom of the loyal guard Darude. It has a bed, a desk, a big mirror, spears, swords and some weights 
for weightlifting. 


Further left you can find the room of the advisor Ymirith. It is locked with a lot of chains, however the players can enter the room 
through a crack. When entering you see a sort of room, the floor, walls and ceiling seem to be made from some pulsating organic 
material. Out of the floor some tentacles are moving, if touched they may attack (rollD20) but they can be killed in one blow. 
There are skulls and chains everywhere. (Something is definitely wrong within this place). 


At the end of the Royal Hall Way, there stands the Royal Throne, but it is empty, Seresa is somewhere else. Left, at the end of the 


hallway there is a door that leads to a staircase. Lucky the giant mice have highly developed hind-legs so they can jump high from 
step, to step. 
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Near the stairs there is a stall where the giant mice rest 

-Next to the stairs (that lead to floor 1) there are stairs that lead to floor 3 
--There are two doors, one leads to the kitchen 

and one to the dining hall. 

The dining hall is connected, with doors, to the kitchen as well. 


In the kitchen there are: 

a closet: with three Carrion Crawlers p38 inside 
the Stove 

a closet with brooms and other utilities 

a sink: with an ochre jelly p244 inside 

and tables 


In the dining hall there is a very long table with many chairs. There are huge golden plates laying on those tables. 
There is also a toilet-room with shining golden toilets that are cleaned a lot. 


On this floor there is a Storm Giant chef named Albeister Crowley. He wants to make Nym and Myrin happy by making a special 
dish. He asks you to prepare food. (This is an optional quest). 

He really wants to capture the "essence of small folk cuisine" into a dish. Each player will make two dishes in a two giant teaspoons 
using their own ingredients; the food they have when travelling. 

When the dish is done both Myrin and Nym will taste them. 


Roll dice + Dexterity 

Adding healing potion adds 50 points 

Highest wins, lowest loses 

Only one player wins. The prize is a healing potion 


Mpyrin and Nym will taste each players food. 

They will like the food with high scores, and dislike the ones with low scores (divide the team in two). 

When Myrin tastes a meal with a high score, she will be very ecstatic and happy, standing up, jumping up and down / dancing / run 
around / do a handstand..... When she tastes a meal with a low score she will be very angry throwing the spoon against the wall. 


Nym looks bored all the time. 
When Nym tastes a high-scoring meal she will say it tastes 'above average / kinda okay / not very bad'...... A low scoring meal will be 


1 


‘below average / it tastes like death / it is disgusting / bitter and sad.....'. 
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There are stairs that lead back to floor 2 
There is one stall for giant mice 


There is a long hallway with many doors 
In the back there is a door that leads to the royal bedroom (of king Heccetan and Mary) 


Up front there is a door that leads to the junk room 


Then there is a door that leads to Seresa's room 
Then a door that leads tot the bathroom 


On the other side, there is a room that leads to Nym's room 
and another that leads to Myrin's room 


The Junk Room 


It is a room filled with brooms, buckets, and old toys. 


Storm Dwarves live there, residing in boxes. 

One of those boxes is an Inn and another one is a shop. 

However the dwarves are being attacked by three mimics 

P.221 

and it is up to the team to save them! 

When the mimics are defeated the players find a treasure chest with 300 gold 
The dwarves, filled with gratitude, let them team keep it. 


Seresa used to play there with the dwarves, when she was younger. 


Seresa's Bedroom 

Seresa's bedroom. 

The floor is a light blue and there is a carpet in the form of a cloud. 

There is a bed, the players can climb on it and jump on it. 

There is a desk, with a mirror and make up. 

There is a toy castle, in the castle there live fairies. The fairies are as big as humans. 
The players may sleep there or buy something there. 


The bathroom 

In this room there is a bath, of course, in the bath there live merfolk, you may fight them. 
There is also a sink, it can be climbed on, maybe the players can fill the sink with water 
drop soap in it and calmly drift in the sink, or surf on a toothbrush. 

There is a golden toilet as well. 


Nym's room 

Nym is in there doing make up. 

There is a cubistic carpet on the ground. 
There is a closet and a bed. 


When Nym notices the players she complains she is bored. 

Characters can then do things to cheer her up. 

They can juggle, dance, ect.... 

Roll a D20 + Charisma. 

The players with the lowest scores don't impress her. She will say "The performance was sad/ not good / below average / most boring 
thing I ever saw." 

The players with high points won't impress her either, but she will say "the performance was okay, not that bad, better than usual..." 


Myrin's room 
Mpyrin lays in bed crying. 
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There is a heart shaped carpet, a desk and there is a closet as well. 


Myrin notices you. She seems ecstatic suddenly, "Do you know what would cheer me up?" she asks. 
"A bath!" 

Take bath? 

>No 

>Yes 


>No 
Myrin will go back to crying in her bed. Perhaps the players can find something else to cheer her up. 


> Yes 

Mpyrin will ask for the players to wait a bit outside, as she puts on her bikini. Then she goes in her bath, as the players sail on a toy 
boat. A hydra comes out of the water, and Myrin shrieks. 

The players will have to defeat the hydra. If the players successfully defeat/ befriend the hydra 

Myrin will blow a kiss to the players thanking them. 

(A real kiss would be deadly for the players, because of the size difference) 

Also, defeating a hydra is like getting a huge spider out of the bath. Storm Giants are so big, a hydra is just a small lizard for them. 


Royal Bedroom 

There is a big bed. 

There are closet's and two desks. 

One with a lot of papers and pens. 

And another with mirrors and make up. 

Let's not think about about the royal love making that went on here and move on. 


SERESA'S RETURN 


When the players go back to Floor 1. Seresa arrives from the Mechanus realm. 'I'm glad to be back, those Meccanites, they always 
speak and think in absolutes, and don't understand any nuance, sigh....' 

Guard Darude says "Your young highness we have, erm, tiny visitors’. Seresa notices the players 

‘Oh, hello there! What brings you here?’ 

The players may explain they are looking for, whom killed the queen and why. 

Seresa may say: 'I see, my mother was murdered. People say small folk killed her, but I do not believe that. 500 years ago I went to 
land and spoke with the small folk there and they all seemed very friendly. I'm huge friends with the dwarves that live in this palace 
and the faeries that live in my toy castle.' 

Ymirith arrives, carrying luggage. "My highness, could you perhaps ask some of those lazy servants to carry the luggage?" 'Oh, right, 
sorry’ Seresa says, cringing a bit. Ymirith notices the team and frowns, "Are those small folk? What are these vermin doing here?". 


The players backpack begins shaking. Out of the backpack a blue orb floats, it is the Eye of Revelation! 

Ymirith says: "What are those parlour tricks? They do not impress me!" 

The stone shines a bright light, all you see is white, until the brightness goes away. 

The Eye of Revelation slowly floats towards the ground making a soft landing. 

But before you and Seresa now stands a giant monster engulfed in flames instead of Ymirith, there are chains hanging on his arms. 


"Be cursed, you foul material beasts!" It shouts in a low rumbling voice, making the palace tremble. The monster jumps through a 


window, fleeing away. 
Seresa, stands there with her mouth agape. Darude stood ready with his sword, but the being was to quick as it has fled away. 
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Seresa says: 'Was that.... Tharizdun? ....as in, Tharizdun, the Chaos God? How, What, Why?’ 

The players may explain, or not, what happened. 

Darude speaks: 'Some small folk must have held The Elemental Weapons together freeing the Chaos God, intentional or by accident. 
Seresa sighs, and begins talking as she kneels facing the team: 'I'm so confused, Ymirith has been our advisor for hundreds of years. 
He.... Well.... He..... Seresa looks puzzled. To be honest I can't recall any specific memory. Then a wave of shock crosses her face. 
‘Do you perhaps think, Tharizdun has mesmerized my family somehow? Tricking us into believing he was part of our family for 
ages?’ 


>The players can answer. 


Seresa looks determined and continues explaining: 

‘Father said he went looking for mom and that I should take his throne for now. He told me, as well, if we needed him, we had to 
pray to All Father Anum. I think the time we need my father, has come.' 

Seresa holds her hands together and prays. 

Will you pray as well? 

> Yes 

>No 


>No, only Seresa will have a vision and explain what she saw. 


>Yes 

You close your eyes, and through your minds eye you see: The sea, tropical sands, the sun beaming, a tiger is standing at the beach 
on two legs, it is a weretiger, he's proud like a warrior, but that is not it, no, your receiving the wrong vision. Now, lose yourself into 
the tranquillity, focus, slowly an image is formed; 

White dots slowly falling. Snow drifting in an endless sky, all is grey and white, you see frozen trees without leaves. All seems 
empty and desolate. Then you see it, mountains and a castle, it seems familiar, you have seen this building on a snowy peak before. 
You open your eyes, your back in the royal palace in front of Seresa. 

What did you see? 


Let the players guess what they saw. 
Answer: Its the Ice-spire peak / Sword mountains / Icespire Hold! 


Seresa says: "There is a rainbow-way that leads to the small folk realm, it leads towards the Lizard Marsh, South of Waterdeep.’ 
Seresa picks the players up and brings them to the rainbow-way. It is a long road, made from a magical rainbow. Seresa says: 'May 
Anum bless you, my brave little warriors!’ She blows a kiss. 
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The players can slide down the rainbow-way, like a giant slide. Seresa looks on, praying for her father and the fate of the forgotten 
realms, as the players fade into the distance. 


The road goes left and right. It splits in many places only to converge later on, it even has loops. 


Roll a D20 

If its a 20 the player does 3 loops. The pixies clap and throw 30 gold at the player. 

19-15 The player does a loop Pixies clap and cheer 

15-10 The player zig-zags and arrives successfully and safe 

9-5 The player zig-zags and arrives with their head against the ground 

5-0 The player arrives on the ground at a high speed, causing them to fall into the mud of the swamp head first. 


A light engulfs the players, they level up! 


The players can travel towards The Sword Mountains. 
They can follow this road, depending how much action the players want, you can let them fight one, or all monsters.... 


Lizard Marsh - Lizardfolk p204 +500G 

Dagger ford, town where everyone has a dagger, some guys wish to fight there 
(three guys with stat block of knight p348) 

Night stone: ONI p240 + 900G 

Waterdeep: Water Weird treasure p299 chest 400G 

Westwood: Vineblights p33 

Carnard Roadhouse, an Inn with hill billy's that like horses. 

Phandalin 

SWORD MOUNTAINS! Icespire peak! 


The players find King Heccetan sitting solemnly next to the Icespire hold. Tears escape his pondering eyes, rolling on his cheeks. 
If Cryovain, the ice dragon, is still alive, he pets the dragon as it purrs loudly. 

The three anchorites are there again, if they are still alive, trying to cheer up the enormous giant. 

Flenz Vokdorrie 

She looks angry and disappointed at the other anchorites 

She is a female anchorite and does not use many words to speak. She comes from the North. Nature taught her that "cruelty is 
natural, not evil". 

Moesko Humanbiter 

He is dancing, trying to cheer up the Giant 

He is a violent brute, but likes horses. 

Grannoc Wintermoon 

She is juggling three apples, trying to make the Giant feel better 

The female leader of the anchorites. She has a ponytail and lies compulsively. She likes taking risks and lives each day to the fullest, 
as each they could he her last. 


(warning the following text contains a reference to suicide.) 

King Heccetan notices the players. 'Oh hello there tiny ones.' he sadly sighs. 

>The players may explain what is going on, or ask something. 

King Heccetan might explain: 

‘She was always so kind and beautiful, my beloved Mary, and now, she is no more.... I remember her clearly when she said, she 
would visit the small folk, 'See you at dinner!' she said. I went back to reading the new law bills. Ymirith told me, Queen Mary was 
murdered by small folk. I was so distraught, I had to seek out for myself, where her body was, eventually I found her, submerged 
underwater next to that Neverwinter town. Aside from the wounds, she looked so pristine, as if she was just day dreaming, drifting on 
her back. Filled with rage and despair, I gazed upon Neverwinter. I was going to smash that place to bits, but, even before I could 
raise my angered fists, I saw it. All these tiny beings, looking at me, in utter fear. People, mothers, children, people with hopes and 
dreams, people who had known joy, people whom had known loss, just like I did. 

I couldn't, I could not do It. So I screamed, and ran. I ran away, through the ocean. Then, I walked, and I walked, until I stood at the 
edge of the world. I could see the stars, and formless clouds of glowing dust, as I stared into the depths of the endless void. I 
wondered if I should jump, but I still have my daughters, I could not bear to let them lose their father, it was to soon for that. So, I 
simply turned my back towards the eternal darkness and walked back. 

When I returned, I was tired, so I sat here for a while before returning to my duties, whatever those might be. 

However, these anchorites told me there was a war led by the giants against the small folk. 

(if the anchorites are dead, use this sentence instead.) 

However, a hill giant came by and told me there was a war led by the giants against the small folk. 

But I never demanded war, someone must have lied to my daughters, or the other giants, but whom could have done such a thing?' 
>Answer: Ymirith / The Chaos God / Tharizdun. 

The players can explain Ymirith is Tharizdun. 
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> But, Ymirith has been our advisor for hundreds of years and Tharizdun is locked up, deep underground. 
(players may explain Tharizdun is loose and brainwashed the royal family with magic.) 


>The king then asks: 'Do you think he could have killed my beloved wife?’ 
>Yes/ No 


The king concludes: 'Anyhow, I feel we must seek out Tharizdun and bring him to justice, before he causes anymore harm and chaos, 
but where could he be.... Tharizdun would probably look for a place where the other gods cannot see him, corrupting that place, 
turning it into another world, therefore we must obtain a Stone of Other World, as that might guide us towards Tharizdun. 

Do you know where we could find a Stone of Other World?’ 

Answer: The players have one. 


The storm king will ask to show the stone to him, he will speak 'Seall dhomh slighe tpraid' as a spark emits from his finger hitting 
the stone. The stone will transform into a yellow eye with a dark pupil and red skin. Like this: 





The eye seems to stare towards the South West. 'We must follow the gaze of the Eye of Other World, there we may find Tharizdun, 
The Chaos God. We shall see things, we never wished to find, but, if we wish to save this realm, we must gaze into the abyss of 
madness." 


Across The Sea with Heccetan 

King Heccetan will ask if the players want to sit on his shoulder. The King will then, with the team on his shoulders, follow the gaze 
of the Eye of Other World. He will walk through the Mere of Dead Men. Some sea hags p.180 emerge from the swampy ground, but 
they flee from the Giant. The team stares at the sea, towards the horizon. 

Heccetan shrugs: 'It seems I must traverse the sea again’. The king begins walking through the sea, some Harpy's p.182. fly towards 
the players, wishing to attack them, but the king waves them away, as if they are mere flies. The king continues forward it is a long 
walk. You see dolphins swimming, then a huge blue whale sprouts water, however a shark swims towards the team, but the king 
kicks at away launching it behind the horizon. Seagulls fly towards the players, looking for food. 

Will you feed the seagulls? 

> yes 

> no 


>Yes 

You feed the seagulls and now tons of other seagulls flock towards you, looking for food. You are surrounded by dozens of seagulls! 
What will you do? 

(the players can wave the seagulls away) 


>No 
The seagull pecks you and flies away 


In the distance you see a few dots, the sun is blaring a hot light. Slowly, step by step, the dots transform into islands. The players 
arrive at the Korinn Archipelago. They are several tropical islands. Several crabs skitter away, on the bright yellow sand. Further, a 
thick layer of forest covers the islands. The Eye of the Other World gazes down towards the centre of the island. The king says: "The 
forest is to small and dense for me to enter, you will have to conquer it by your own, my friends. Tharizdun was is able to enter small 
places as the devious being can shape-shift. Now you will have to chase this Chaos God by yourselves. May All Father Anum have 
mercy on you.' He picks you up from his shoulder and places you softly on the warm sand. 


Will you enter the forest? 

You enter the tropical forest, however the team needs to cut down vines with every step they make. 

It's an exhausting way of walking, each ten meters feel like a mile. You hear some rustling behind you, as you look; you saw 
something yellow, but it got away. 
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You go deeper into the jungle. Three chasme's fly towards the team, wanting to drink their blood, they're flies as big as rabbits, 
however their attack does only -1hp and they can be killed by one attack. 
p.58 


You keep walking through the dense exotic woods. However before you, now, stands a black panther-like monster with black tails. 
The creature notices you and growls menacingly. 

>The players attack the beast, but they keep missing. 

Suddenly the beast disappears and another panther-like monsters jumps from the bushes, towards you, 

however, suddenly a tiger jumps from a tree, pushing the displacer beast away! 

The tiger stands upright, and seems to be wearing clothes. The humanoid tiger says ‘Its a displacer beast! You were fighting a 
projection, this is the real one!' 

With the new ally on your side. You fight the displacer beast. P.82 


These are the stats of the Weretiger (the humanoid yellow tiger), his name is Sir Amorath he cannot die during the first fight, 
as he needs a chance to introduce himself properly. 








Hit Points 120 (16d8 + 48) = = 
Speed 30 ft. (40 ft. in tiger form) 








STR DEX CON INT WIS CHA 
17 (+3) 15 (42) 16 (+3) 10(+0) 13(41) 11 (0) 





When the fight is over you can take a glance at the human-tiger. 
p.211 


The tiger explains who he is: "Now that was a good, battle. I did not plan to show myself, but I just had to safe you. Your team 
seemed like noble warriors, and I did not have sapient company for a long, long while. My name is Sir Amorath, I am a weretiger. I 
used to be a pirate, a human one, but my pirate-gang was killed by a rival group as I fled the scene, jumping into the ferocious sea. I 
washed upon this beach. Then, I saw a humanoid being, floating above the sand, he was wearing leaves as clothes and held a hammer 
in his hand. He told me, his name was Silvanus, deity of wilderness, he punished me for my cowardice, turning me into a half- 
human, 

half-tiger beast. He appointed me as the sole guardian of these islands. I was devastated at first, but, as the years went by, 

I learned my curse was actually a blessing in disguise. I can roam these islands to my hearts content, I build things, I draw in the 
caves and I hunt for food and sport. Now tell me brave warriors, who are you?’ 

> The players may explain who they are. 


Will you team up with this new ally? 
> No 
> Yes 


> No 

The were-tiger accepts your decision and returns back into the woods. 
> Yes 

The were-tiger becomes a loyal ally in your team. 


The team follows the gaze of the Eye of Other World, further into the exotic woods. In the jungle they encounter a Couatl P.44 
This earns each team member 400 gold. 


Eventually the team arrives at an open space. There is a small stone mountain around 4 meters high. It has stone doors that are 
decorated by intricate carvings. 

However, the cave is guarded by a Tyrannosaurus Rex! 

P.81 T. Rex (Boss) 


The team stands before the cave doors. A voice is heard from the depths. 
"Riddle me that, Riddle me this: 

When you receive this gift; no more fears 

As all others face their tears 

It is the cheapest boat ride 

And no one knows the other side. 

What, o what am I?" 
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Answer: Death 

When you die, you have no more fears 

It causes others to cry (face their tears) 

cheapest boat ride (is a reference to Charon and river Styx) 


When answered the doors of the cave open. When you enter you walk for a bit in a long dark cave, there you find a river with a small 
boat, on that boat is a human with fur and a dog head. 
Many ravens are sitting at the edge of the small wooden boat, staring at you with red glowing eyes. 


‘Hi, my name is Anubis, welcome to the river Styx. It's nice that you solved ma riddle.’ 

(Anubis has a laid-back way of pronouncing things, sometimes dropping a "T') 

'I bring people to the after-live, but don' worry, you guys ain’ dead. I can also traverse to many realms, and there many places where 
the light of the gods don' shine. Some Chaos God entered through this darn cave and messed up some dark corner between different 
realities, I'd be nice if ya could clean up that mess, if you mortal brain-bins can handle it, of coursezies. I wouldn't mind to bring y'all 
there on ma trusty lil' boat; Theseus.' 


Will you enter Theseus, the boat of Anubis? 
> No 
The players can explore the island a bit, fighting some dinosaurs to level up. P. 80 to 81. 


> Yes 

‘All right all aboard Theseus the Death Boat, time to see some ded people!’ 

The players get on the wooden wobbly boat. Anubis starts peddling the boat. "Don't touch the water’, Anubis says, ‘or you'll lose all of 
your memories....forever' 

(If a players touches the water they lose 5 levels and all of their memories, causing them to be confused of what is going on.) 

The ravens start screeching a little, 'shut up!' Anubis shouts back to the ravens. Anubis explains; 

"These ravens used to be deceased people, however when arriving at the gate, they lied about their lives, pretendin to be all saint's n 
stuff. Sir Petrus, guardian of the heavens gate, sees through all deception and turned them into ravens. They let good lives and had a 
chance at heaven, but they blew it. Most people go to purgatory, which is a borin place but not that bad, while the most vile and evil 
people go to hell. Its where murderers, dictators and deceiving multi level merchants go to. 

You guys are going to Quyloxonqouaqoua, better known as Quylox (Kueelocks), its an empty plane that got corrupted by Tharizdun. 
By defeating them you might get a chance at heaven after death! Yo, wouldn't that be nice y'all?’ 


A warm pink mist starts to rise up, it smells like roses. 'Ah, this is my favourite part of the trip.' Anubis sighs while leaning back. 
Fireflies are darting around, a nightingale sings. As you breathe in the mist, you see the mist cover your eyes, a vision reveals itself: 


- Player 1, Leprechaun children are playing at Gnomengard. 

- Player 2, A farmer milks his cow named Petunia. 

- Player 3, The three-headed cat purrs on Tyzias' lap. 

- Player 4, A Black Earth cult member, creates a beautiful stone statue. 

- Player 5, In Neverwinter a street artist smiles as he is juggling for money. 

- Player 6, A traveller leaves a dark forest and sees wonderful fields where cows graze and a village at the distance. 
- Player 7, The sun reflects on the sea and shines on the exotic sands of the Korinn archipelago.... 

- Player 8, Two dwarves are racing on unicorns, to see who is the fastest. 


The vision fades away and you see the ship and river Styx again, however, before you a form appears, it huge ghost of a woman. 
Who could she be? Let the players answer this question. 
Correct answer: Queen Mary, a Storm Giant and The Queen of all Giants. 


She begins to speak. If the players decided to do good as heroes, this is what she says: 

‘Brave warriors, I am Queen Mary, Sovereign of Storm Giants, Empress of All Giant-kind. 

You have travelled through all The Forgotten Realms, putting your life on the line to save others. You conversed with every type of 
giant, righting the wrongs that came forth out of my sudden demise, and for that I am eternally grateful. Now, is there something you 
wish to tell me?’ 

The players may say something or converse a bit with The Queen if they wish. 


The Queen bids them farewell: 
‘Great warriors, my time here is limited, but I do have one request, 
please tell my husband, that I will always love him.' 


If the players choose to do evil deeds and / or sided with the antagonists, the Queen speaks to the characters as following: 

‘Dark warriors, Iam Queen Mary Sovereign of Storm Giants, Empress of All Giant-kind. 

You have travelled through all The Forgotten Realms, slaying others out of pure merciless 

self-interest. My heart bleeds at these twisted acts of violence. However, I am here in peace, is there is something you wish to tell 
me? 
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The players may say something, converse a bit with The Queen if they wish. 


The Queen bids them farewell: 
‘Fierce Fighters, my time is limited, I hope there is some humanity in your hearts left as I have one last request, 
please tell my husband, that I will always love him.' 


Then the Player-Characters that have died appear as ghost's to the team, smiling, full of hope, towards the team. 

Anubis peddles onward. Anubis stops near a dark cave. 'Here it is, Quylox, the place between places, you will have to traverse this 
place on your own ma friends." 

The players get of the boat and enter the sinister grotto. Darkness surrounds the players. Reality loses its meaning, and meaning loses 
its reality. 


The darkness subsides and the characters are suddenly alone inside a maze! 


Give each of the players one of these mazes: 
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SOLUTIONS FOR THE MAZES 
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(Warning: The following pages contain references to gore, death and mental illness) 


You find a hole in the middle of a maze, you go through it. Now, you are surrounded by shadows, however you can still clearly see 
the other team members arrive, you are no longer split apart. 

You are no longer alone. Slowly the shadows fade away and you are standing on a giant red dice, it is a D20. 

What do you do? 


Now you stand in Phandalin, however, everyone lays dead on the ground and the air is a dark purple, you hear child crying in the 
distance, however the crying somehow sounds wrong, not real, demonic, even. 
What do you do? 


Then you see this: 
https://www. youtube.com/watch?v=KqLHbfjPV00 
What do you do? 





You are stuck in a weird jacket, trapped in a white room, the wall is covered with white pillows. 

You hear a voice outside of the room speaking: 

‘Subjects seem to suffer from a shared delusion, they are living in their own fantasy world and refuse to see reality. Perhaps it is a 
case of folie a deux, maybe it is comparable to what happens inside cults.’ 

What do you do? 


You now see different realities fading into each other and competing against another, its hard to see what is going on. Perception 
creates reality, so focus hard, and the create the reality of you inside Tharizdun's lair! 


Semi Home-Brew DnD Campaign Emilia B. Sameyn March 2022 88 


Print out the map for Tharizduns lair (aka Quylox) and cut it into pieces so the players can solve it as a puzzle. (It is an image of 


Giygas's lair from the Earthbound game.) 
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The floor seems to be made of pumping intestines. Everywhere there is the smell of rotting flesh, and centuries-old shrivelled 
corpses. Piercers p.253 hang from the ceiling like stalactites. It seems like one long road, below the intestines you find eternal 
emptiness. Left, top and right, there is infinite darkness. This place has been abandoned by all that is good. 

The casings seem to go to some sort of organic machine, in the middle of that machine there seems to be some kind of round fleshy 
gate. You can only describe it as an eyeball turned inside out, and even that doesn't describe this uncanny ....phenomenon. 

This is the map of Tharizdun's layer. 
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Each number stands for a different monster. The players can choose different routes and encounter different monsters this way. 


1 Mindflayer 223 

After defeating the mind flayer, there is a fairy there, the size of a human, however she seems like a combination of different humans, 
beings stitched together with fleshy wings. She does mean no harm however, she will bless the team, restoring their full health. You 
can go back to her whenever you need it. 


2 Nothic 237 

3 Int devourer 192 

4 Flumph 136 

5 Grell 173 

6 Hook horror 190 

7 Purple worm 256 

8 Otyugh 249 

At the red line mark the players encounter a man, he is laying on the ground crying. 'I have been suffering for aeons, the pain is 
unbearable, this is all just a game, an illusion, but whom would think of such a sick twisted cruel world, my body, its tearing itself 
apart, little by little, yet I cannot die!" 


9 Grick 174 

10 Gibbering mouther 158 

11 Ettergap 132 

12 Glabrezu 59 

13 Flesh Golem (you encounter three of them) 
three) 


At the end of the lair, you find yourselves standing in front of the eye ball. It acts like a mirror, showing yourselves, however the 
mirror versions of you seem scared of the real team. 


Will you break the glassy eyeball, so you can continue this journey through darkness? 
> No 
- Nothing happens, the mirror versions of you still seem afraid. 


>Yes 

- The eyeball breaks and a black, foul smelling fluid spills out of it. You can now enter through the new dark cavity. You walk 
through a long dark corridor made of fleshy walls. You hear voices from every direction: 

‘Pain pain pain pain pain.’ 

"Why?' 'Who are we?" 'Fun fun fun.’ 

‘What did I do wrong?" 

'I deserve this, I deserve this, I deserve this.' 

‘Do | like this?" 

‘It hurts it hurts it hurts." 


You enter a dark room, a child is chained to a wall. He is crying, begging: ‘please do not hurt me. 
-What do you do? 


> The player does an action. 


The little boy breaks of his chains and stands up, growing in size. 
What do you do? 


> The player does an action. 


The boy grows a bit taller, he becomes dark and a fire seems to glow inside his body. 

A deep twisted voice speaks: "It is I Tharizdun. Thank you for freeing me. King Heccetan trapped me in this twisted place as he 
wants to kill everyone that is not a giant. But we could beat the evil tyrant Heccetan together! Do you even know what chaos means? 
Chaos means freedom, chaos means not to be bound by arbitrary laws, chaos means no more petty laws standing in the way of pure 
pleasure. We can make others happy, we can make everyone worship us, we can make everyone suffer that stands in our way. Make 
them squeal in agony for ages and aeons! We can do whatever we please! Follow me, and together we shall rule all of The Forgotten 
Realms!" 


Will you join Tharizdun? 


>Yes 
>No 
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Whatever the choice, the player start floating, as if a dark energy pulls them up. They slowly fly outside of a giant ear of a huge black 
being, it is Tharizdun! He is lying down inside a giant cave, while tears of lava run out of his eyes. His eyes open, he stands on two 
legs, growing and growling. He breaks open the cave and thousands of winged demons escape. 

You float outside of the lair, back into the open air, at the islands. King Heccetan is there, looking worried about what is going on. 
Heccetan and The Chaos God stand before each other. 

They are both immense, around 300 meters high! 


> If you choose to join Tharizdun, you and your team grows through the Chaos God's dark magic. 
Your health is fully restored. The characters are now as big as King Heccetan. 

Heccetan seems confused, 'Did you small folk just join the vile Chaos God!?' 

The Battle of All Battles Begins! 


> If you did not choose to join Tharizdun, then King Heccetan pushes Tharizdun away. Tharizdun falls on the ground. 'This will 
buy us some time.' He says. Heccetan takes a big flask out of his bag. It is a potion with a grey-blue colour, electricity seems to zap 
through its liquid. 'This is Stourmgrew one of the rarest potions of the Forgotten Realms. It will grant you all great power for a 
while.' The king pours some of the potion on each team member, this causes them all to grow, they now are as big as king Heccetan 
and Tharizdun. 

The Battle of All Battles Begins! 


These are the stats of the Final Boss you are going to fight. 

It will be against the Storm Giant or Tharizdun, they can both fire thunder from their hands. 

(they can only do physical attacks, and can't teleport nor fly) 

Storm Giant: Weak to Earth attacks -4, Immune to Air attacks 

Tharizdun: Weak to Air attacks -4, Immune to Fire attacks, (reason: air is always tranquil, you can hit, or cut it, but it always stays 
tranquil, it's the opposite of chaos) 


EASY p91 Ancient Blue Dragon C23 (thunder: hit everyone +10) 
MEDIUM p114 Ancient Gold Dragon C24 (thunder: hit everyone +13) 
HARD _ p287 Tarrasque C30 (thunder: hit everyone +15) 


When you fight Tharizdun/ Stormking, the other one will fight with you, these are their stats 
Their HP is 

Easy 100 

Medium 75 

Hard 50 


es = | 

Armor Class 16 (scale mail) 

Hit Points $88(20d12 + 100) 

Speed 50 ft., swim 50 ft. 

ee 

_. STR DEX CON INT Wis CHA 
29 (+9) 14(+2) 20(+5) 16(43) 18(+4) 18 (+4) 





> If you joined Tharizdun and defeat Heccetan: 

The giant falls to the ground, a great king, that lived for aeons fell before you, killed by your own hands. A tear escapes the eye of 
Heccetan, as his face seems to say 'Why' but no sound is heard. The sky turns black, Tharizdun laughs. The ground trembles, waves 
clash, volcanos erupt. 

Who will take over the throne of the Storm Giants? It will probably be Seresa, but only if you say so. Enormous chunks of land, 
pieces the Forgotten Realms begin to float in to the sky. 

Disorder has become the law, and the law dictates chaos. Up is down, and left is right, the universe is trapped in a never ending spiral 
of madness. You rule over this twisted world together with Tharizdun. Your words manifest themselves into corrupted reality. You 
have become greater then any mortal ever was. You have become Gods of Chaos. 

-THE END- 


Post Game: 


The players can roam the map looking for places they have not seen yet. They can start to imagine a new world, a world by their own 
creation. How would their ideal world look like? Maybe they create a Utopia, it just took some dark forces to do it. 
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A dark 'breaking some sentient eggs to make a utopia omelette situation’. Using their powers they might bring back the storm king 
and banish Tharizdun. Making them the unexpected heroes of the story, executing an unusual method to save the world. Maybe, they 
choose to keep the world a dystopia where they rule and create and do whatever they please. 


> If you joined Heccetan and defeated Tharizdun: 

Tharizdun falls to the ground, with a deep monstrous scream. Out of your backpack the Eye of Other Worlds emerges. It floats 
towards the giant monster. A red beam comes out of the eye, Tharizdun lets out an ungodly shriek as he appears to be sucked into the 
eye. Such an enormous beast, being compressed into such a small object, it was hard to believe when you saw it. But it happened, the 
ferocious chaos god was gone, send to another realm, where he could do no harm no more. With your very own hands you all saved 
the entire Forgotten Realms....again! 

- Now that Tharizdun is gone, it is as if everyone at once made a sigh of relief, as if a weight had been dropped from the world's 
shoulders, as if the world became lighter and Atlas was finally able to raise from his knees, carrying the world more easily. 

- Suddenly you feel yourself shrinking, you are falling towards the ground! Heccetan (if he's still alive) tries to catch you, but his big 
hands somehow missed you. Out of nowhere a flying ship arrives and catches you! 

It's Wolkschyp! The ship that brought you to Cloudopa, where you met Tyzias. 

If the anchorites are still alive, they steered the ship to save you. If not, it was the automatic flight system of Wolkschyp that sees you 
as their new master. 

If Heccetan is still alive he says: 'My great small folk warriors, you have done big things today, therefore let us feast in my royal 
palace!’ 

If Heccetan is deceased, Seresa arrives at the scene, tears roll from her cheeks. She sits next to the Storm King and says: 

‘Father, I have failed you and I shall miss you. I should have arrived here earlier, assist in the fight, but alas I was to late. 

Your sacrifice was not in vain, you raised me well and I will never forget you, now you are finally reunited with mother, and you 
shall live on, forever, in our hearts.' 

Seresa, looks at the players. 'Well, I guess I'm the new Storm Queen now. I shall do my best to rule with justice and compassion. 
However, I think a celebration is in order, in honour of you, the brave warriors whom saved the Forgotten Realms and in memory of 
my father, you are invited to the royal palace for a feast! 


Meanwhile in another realm, many, many voids away, a red light flashed. Out of the red flash Tharizdun falls to the ground. With his 
hands and knees on the ground, he notices green sand, he looks around him. He's in a desert with green sand and a pink sky. He takes 
a second to take this new environment in. He then realizes something and says: ‘Aha, I'm still in my giant form, I found a new world 
to conquer and destroy!' However he feels a small earthquake, then nothing, then another earthquake again, and another one, and 
another one. It resembles.... footsteps? 

He sees two figures, towering over him, one is even bigger then the other one. One speaks with a high pitched voice that somehow 
makes the green sand tremble. "look mom! Can I keep it?" Tharizdun is frozen in fear, he always caused it, but never, ever did he 
experience pure dread for himself. 

A big hand takes Tharizdun, as if he were a doll. 

Tharizdun screams, but no one can hear him. 


A feast is held at the royal palace of the Storm Giants. Seresa is there smiling contently. 
Myrin is singing as Nym is playing an enormous drum. 
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A festival is held on the huge table of the Storm Giants. Many tents are erected there, and yes, small folk tables are used on the Giant 
table. People, eat, drink and dance. 

Harbin Wester, Harbin Winter and Harbin Easter are there enjoying their meals. 

The five cults, for once, put their differences aside and dance together. 

Many giants are there as well, Hill Giants are stumbling drunkenly. 

Stone giants are juggling stones and Ice giants seem to be smiling for once, selling ice cream to all. 

Fire giants are having a friendly fighting match with each other. 

Tyzias seems to be drunk for the first time in his life, talking on and on about the crazy bureaucracy cloud giants live in, despite his 
laments, he seems to have fun, having his therapeutic rambling session. 

The farmer, Big Al, Alfonse Kalazorn, from the first campaign is attending as well, with his beloved cow Petunia. 

The three anchorites are there too: 

Flenz Vokdorrie is talking to the two gnome-kings from gnomengard. 

Moesko Humanbiter is tending to the unicorns of the Dwarves. 

Grannoc Wintermoon is telling great stories of all the huge monsters she fought. However most seem hard to believe, then again it is 
hard to believe some mortals defeated a literal chaos god. 

At the Giant table sit some Storm Giants eating enormous meals. 


What will the players do at the party? 


This is the story of evil forces rising, a story of small folk warriors growing and facing many challenges, it is a story of people 
working together, not despite but because of their differences. 

It is a story where courage triumphs over evil. 

This is the story 

of The Forgotten Realms. 

- THE END - 


POSTGAME: 
The players can roam the map looking for places they have not seen yet. They can find a house to buy, a job, a house, maybe 
someone to marry with? The world is a sandbox now, the players can play as long as they are having fun. 


PS: Here is some important information. I put it at the end so it can be found easily. 


These are the important characters and items of the story: 
Anum: All Father (God of Giants) 

King Heccetan 

Queen Mary 

Ymir: First Giant 

Ymirith: Advisor (Tharizdun in disguise) 

Tharizdun: The Chaos God, dressed up as Ymirith, using magic 
Seresa: Daughter she played with dwarves 

Mpyrin: Emotionally unstable 

Nym: Always seems cold and uncaring 

Eye of Revelation: Shows true forms 

Stone of Other World: Could send a God to another world 


So, in this campaign a lot of story happened behind the scenes. However, the players will learn piece by piece what happened and 
what is going on. 

Long ago the Gods created the world, however Tharizdun the Chaos God threw a shard of chaos into the world, so he got locked up 
and chained by the other gods. 

The characters held the five elemental objects together restoring the magic of the forgotten realms, however the combined power, in 
inexperienced hands, caused Tharizdun to escape from his chains. 

The Storm Giant Queen Mary (+-300m high) was visiting the small folk (regular size sapient beings) at Neverwinter. The Queen was 
half submerged in the ocean. However Tharizdun (+-300m high as well) killed her. He then fled away. Using magic he disguised 
himself as a Storm Giant and named himself Ymirith. He went to the Royal Palace and, using dark magic, he made the royal family 
believe he was their advisor for hundreds of years. He informed the Heccetan, the Storm King, of his wife's demise, blaming the 
small folk. Angered, Heccetan fled to the scene, where he discovered Queen Mary's body. He was full of hate and rage, as he was 
going to ravage Neverwinter, but as he saw the inhabitants, scared living beings, he had a change of heart and fled away, running 
across the ocean.... Meanwhile Seresa, Heccetan's daughter, took over the throne. Ymirith lied to the other Storm Giants, small folk 
killed Queen Mary and that Heccetan declared war against the small folk. This resulted in Giants attacking humans, however Seresa 
tried to stop this war, as soon as it started. 
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THE ORDENING: 
This is the Ordening a cast system, the giants live by. 
There are 6 types of giants. 


1. Hill Giants: they live in caves. They are fat and live a burgundic lifestyle. They are not that intelligent and are afraid of other giant 
kinds, however they follow their commands. If the Storm King demands war, then there is war. They are as big as a house with 
2 floors. 


2. Stone Giants, they live undergrounds. They make a lot of art. The better they can sculpt the higher their social position is. They are 
as huge as a home with 3 floors. 


3. Ice Giants are often cold and merciless. They would not mind killing each-other to reach the top of their social hierarchy. They use 
words sparingly. They are as high as a building of 4 floors. 


4. Fire Giants. They are strong and fight, to get on top. They shout a lot. 
They are as big as a 5 floor building. 


5. Cloud Giants are very orderly and bureaucratic. Always writing reports, essays, contracts and so on. They make sure everything, in 
giant society functions as it should. They are as big as a 6 story building. 


6. Storm Giants. The biggest kind of all giants. They are 300 meter high, more than ten times as high as cloud giants. They live 
luxurious life's. The most powerful Storm Giants are the Storm King and his royal family. He rules over all Giant-kind. 


The most important giant is Anum, the all father, god of all the giants. 

However, some giants believe he is not real. Others believe Anum might have been one of the first Giants but is no longer alive. It's 
hard to say, as there is no real prove of his existence. 

Then there is Ymir, he was the first giant to exist. He was killed by Tharizdun and his body became the Forgotten Realms. 

There is Atlas as well, he is the biggest giant that exists and he carries the entire Forgotten Realms on his shoulders. 


Thank you for reading my work. I hope you had as much fun reading and playing it, as I had writing it! Until we meet again, through 
other writings of mine! 


Here are some other works of mine. 
I put a lot of love and effort in my work. 
Thank you. 


Sally Salesbury #1 
https://www.amazon.com/dp/BO95N76W38 


Night Time Ramblings 
https://www.lulu.com/en/us/shop/benno-emilia-sameyn/night-time-ramblings/ebook/product-zng49y.html?page=1&pageSize=4 


Night Time Ramblings 2 
https://www. lulu.com/en/us/shop/emilia-benno-sameyn/night-time-ramblings-2/ebook/product-yqq2m6.htm]?page=1&pageSize=4 


What is the 7th Realm? Wat is het 7de Rijk? 
https://www.lulu.com/en/us/shop/benno-emilia-sameyn/what-is-the-7th-realm-wat-is-het-7de-rijk/ebook/product-6kj5rk.html? 
page=1&pageSize=4 


Brainomicon (FREE) 
https://ia804601.us.archive.org/19/items/brainomicon-english/ENGLISH%20EBOOK.pdf 
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